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Introduction 


And in the twenty-fifth century, a plague came upon the 
Earth...from another planet, a world beyond the stars. And this 
alien planet dispatched fleets of living warcraft, genetically 

_engineered deathships specifically designed to seize control of 
the Earth. These alien fighters were truly advanced— 
biomechanical marvels combining the fiercest qualities of both 
machines and organisms. The alien invasion was aquatic, hidden 
away in the forbidding depths of the world’s oceans. As the 
occupation continued over the next five years, the Earth’s human 
inhabitants watched tensely from dry land, unsure of the aliens’ 
plans for Planet Earth. Then came the discovery that more and 
more of the planet’s surface was being overtaken by water. 
Eventually it was revealed that the aliens had mastered a 
technique for manufacturing water from earthly minerals. 
Finally their intention became unmistakably clear: to take 
control of the world...by drowning it. 


Wet Suit Warrior 


This is where you come in. You are a specially trained fighter pilot who 
pilots an underwater hydrofighter for the EOA (Earth Oceans Alliance). 
You’ ve been testing an underwater fighter prototype, a craft specifically 
designed to withstand pressurized ocean depths as well as whatever 
alien aggressors you encounter. And now it appears that it's time to put 
your training and equipment to the test. The alien invasion has reached a 
critical point—the predators have attacked your EOA base, laying waste 
to large numbers of your comrades in arms. For Planet Earth, the chips 


Mission locations are displayed on the Tactical 
Engagement Sphere screen. 
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are decidedly down. 
That's when your 
orders are activated 
and you're sent out for 
battle in a prototype 
you've never flown in 
actual combat. The 
pressure is squarely on 
you, since you and the 
other members of your 
elite fighting force are 
no more nor less than 
Earth's last chance. As 
you put on your 
underwater combat 
suit, you feel every bit 
the part of a futuristic knight. You prepare for your lonely moment of 
truth, hearing no encouragement except the muffled sounds of the sea. 


Complete Immersion 


You've never played a game quite like Microsoft Deadly Tide. This is 
the blockbuster action thriller you' ve been waiting to star in...a terror 
ride beneath treacherous waves, through oceans full of advanced alien 
warships. This game puts you right in the thick of the explosive action in 
two decidedly different ways. In some missions, you're at the controls of 
an experimental hydrofighter, flying into battle against hostile hordes of 
aliens. In other missions you travel on foot, encased in nothing more 
than your aquatic combat suit. These hit-and-run espionage forays send 
you into dangerous territory to fulfill key mission objectives. The 15 
levels of Deadly Tide combine demanding action, a powerful audio 
soundtrack, and dynamic visuals you'll never forget. 


INTRODUCTION: THE PLAGUE FROM ANOTHER WORLD 


To Save a Drowning World 


It’s up to you...you will determine whether or not the Earth vanishes 
beneath its own waves. If you’re ready to keep the world from turning 
into a watery grave, you're ready for Deadly Tide: Inside Moves. This ` 
book shows you how to get the most from this exciting game by 
supplying you with helpful game-play tips and tested strategies. Of 
course, it’s going to take more than just expert gaming instruction to 
repel an alien invasion of such magnitude. It’s also going to take a little 
thing called courage. That’s what you bring to the table. 


A futuristic knight prepares for battle. 
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Chapter One 


Microsoft Deadly Tide is a fresh creation among games, one mixing 
incendiary action with some of the most mind-blowing visuals you’ve 
ever seen. The plot capitalizes on some of our most deeply held fears: 
attacking aliens (whom we don’t understand) begin nesting far below the 
waves (where they can’t be seen) and hatch a scheme to take over the 
world by flooding it with water (which we can’t breathe). It’s the 
twenty-fifth century, and Earth’s technologies have progressed; the 

aliens aren’t the only ones with advanced underwater flying craft. The 
EOA (Earth Oceans Alliance) has built a new underwater fighter (a 
hydrofighter) called the Hydra—just a prototype, really—and its 
preliminary trials have been promising. That’s the good news, what there 
is of it. The bad news is that there’s no more time to experiment with it. 
In case you hadn’t noticed the water is rising, it’s now time for you and 
the Hydra to save the world. Ready or not. 


Installation 


Deadly Tide assigns you an almost impossible mission. Fortunately, the 
game doesn’t send you into combat unprepared. You’re equipped for any 
battle scenario you encounter, whether you’re winging your hydrofighter 
through alien-infested waters or infiltrating enemy bases. It goes without 
saying that your weapons are worth their weight in gold, but that’s just 
the most obvious part of your arsenal. Nearly as important are your 
information systems, which relay critical facts and figures about your 
craft and mission. You needn’t memorize every piece of data presented 
to you, but it’s clearly advantageous to know where each type of 
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information can be accessed. You should familiarize yourself with other 
interface features as well, especially Deadly Tide’s innovative system of 
navigational movement. But first, let’s make sure you’ ve got the game 
up and running. 

Hopefully you checked the system requirements listed on the Deadly 
Tide package before purchasing the game. However, in case there’s still 
any confusion about what your computer needs are to run Deadly Tide, 
here’s what the game suggests you need: 


* Personal computer with a Pentium 75 MHz or more powerful 
processor 

* 8 MB or more of RAM 

25 MB of available hard disk space 

4X or faster CD-ROM drive 

PCI SVGA video card with 1 MB of memory 

Monitor capable of displaying 256 colors or more 

Microsoft Windows 95 operating system 

Mouse or other pointing device (joystick or other flight control 

recommended) 

Sound board and speakers or headphones 


Also remember that some of your RAM will be spent running 
Windows 95, so if your computer is equipped with only 8 MB of RAM, 
you might find yourself unable to get maximum play value from the 
game without adding memory. Our suggestions? You'll be happier with 
game play on a system with at least a Pentium 120 MHz (faster is 
always better), at least 16 MB of RAM, and a 6X CD-ROM drive. 


First-Time Setup 


Loading Deadly Tide is a snap. Microsoft designed the game so it would 
run smoothly under Windows 95. The game sets up quickly and easily: 


1. Boot up your mean machine and get Windows 95 rolling. 


2. Load the first Deadly Tide disc into your CD-ROM drive. A 
Deadly Tide setup window should appear in the center of your 
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screen. (If it doesn’t, follow the directions below for systems 
without the AutoRun function.) 


3. Click on the Install button. 
4. Answer the questions that appear on the screen. 
5. Sit back and relax while the installation process completes. 


That’s all there is to it. When you insert the disc into your CD-ROM 
drive, AutoRun kicks into gear, and the Deadly Tide Setup goes to work, 
getting your computer ready for the coming alien invasion. On the off 
chance that you’ ve disabled the AutoRun function (or it doesn’t work 
with your CD-ROM), you'll need to complete a couple of extra steps 
after inserting the disc into the drive: 


1. Double-click on the My Computer icon, and then double-click on 
the icon for the CD-ROM drive. 


2. Double-click on the Setup icon. 


Now, what could be easier than that? 


Starting the Game 


When you're ready to fulfill your destiny as an aquatic warrior, you'll 
discover that starting the game is as uncomplicated as loading it was. To 
get down to some serious underwater mayhem, do the following: 


1. Put the CD-ROM in. If this is your first time sailing with Deadly 
Tide, pop in Disc 1. If you're resuming a level from a previous 
game, you'll need to load the disc bearing that level of the game. 
For instance, if you wish to play Level 05, you'll want to load 
Disc 2, which contains that level. Each of the four discs contains 
a selection of levels. You won't need to load Disc 1 again unless 
you're installing the game or you wish to play one of the three 
levels this first disc contains. 
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Here’s how Deadly Tide’s levels are distributed among the 
four discs: 


Disc 1—Game Introduction, Levels 01, 02, and 03 
Disc 2—Levels 04, 05, 06, 07, 08 
Disc 3—Levels 09, 10, 11, 12, 13 
Disc 4—Levels 14, 15, Epilogue 


2. The AutoRun function should recognize the disc and trigger the 
display of a Setup dialog box. At that point, all you need to do is 
click on the Play button and get ready for the hunting trip of 
your life. 


But what if your AutoRun is turned off or doesn’t work? Simply add 
these steps: 


3. Click on the Start button, and then use your cursor to point to 
Programs. 


4. Direct your cursor to Microsoft Games. 
5. Click on the Deadly Tide entry. 


The Pilot Control Center 


The screen that you use to manage how the game works (shown in the 
figure below) looks like part of the instrument panel from your Hydra 
cockpit, but it’s really the Pilot Control Center (PCC). You will visit the 
PCC on your way into the game, as you exit the game, and any time you 
pause game play (which you do by pressing the F3 key). Additionally, 
from this screen, you can customize the game to your liking and control 
other functions as well. 


Pilot Name 

Deadly Tide can keep track of the adventure for several different players 
(pilots). If you’re playing Deadly Tide for the first time, the game will 
automatically assume that the pilot name that you want to use is the user 
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name you registered when you first set up the game. Should you wish to 
use a different name, this can be done by clicking on the Add button near 
the top of the PCC and typing the new name in the Pilot sign-in box that 
appears. Likewise, if you want to eliminate a pilot’s saved game, the 
Delete button will do the trick for you. For an adventure that will turn 
your game upside down, try entering Poseidon as your player name. 


The Pilot Control Center: where you start and stop Deadly Tide...and 
customize game options, too. 


New players register at the 


Pilot sign-in box. Established Drowning in a sea of confusion? 
players resume saved Click here for immediate relief. 
games here or trash M 

E B T any people 
saved games they Ns ida id — 

e — t : LP worked to : 
no longer want. | neo M develop Deadly 
(e »J! ic 

Here's where you - BINTHO RRPHIC QUR : sl ans 
decide what control MOUSE i CM be. where they take 
device to use. | -*-m JOYSTICK : S pea their bows. 
Calibrate ensures ? ree D : -— 
pinpoint accuracy Ee | M If you need to 
for your joystick. 7 scale down 


t your graphics 
in the interest 


For something a AR of smoother 
little different, | game play, 
try clicking on : here's where 
this button. you do it. 
When dry land Sound is a big part of the Deadly The Start button also 
beckons, click Tide experience, but if there's too serves as the 
here to leave much sound, adjust it with the Continue button, 
the game. volume control. depending on 
whether you're 
Is the game too hard? Not starting fresh or 


challenging enough? Three difficulty picking up where you 
settings—something for everybody. left off. 


n 
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Deadly Tide keeps track of multiple players and their individually 
saved games. Let’s say a friend is watching you play and decides that he 
or she would like to suit up against the alien forces. Unless you let that 
friend take over a game you've already started, he or she must sign in 
and start Deadly Tide at its beginning. Now let's assume you're lucky 
enough to have a second friend, one who has played Deadly Tide before 
and has a saved game on your system. If this visitor would like to play, 
he or she can pick up the game from the final save point in the last level 
played. In short, once you've registered under a particular pilot name, 
Deadly Tide tracks your progress and resumes, whenever you return to 
game play, at the level you were last playing. 


Mouse or Joystick Selection 


As a new pilot, you need to pick your poison. If you're content 
to use your mouse to fire your lasers, click on the button 
marked Mouse below the heading Controls. Since a mouse 
needs no calibration, that's all you have to do. 

Joysticks are nearly as easy to select. When you first enter 
the PCC, the game will check to see if you had a joystick 


To Calibrate installed on your system when you installed Deadly Tide. If the 
your joystick, game finds a joystick, it will assume that you want to use the 
click here. 


joystick instead of a mouse. You can tell if this is the case 
because the Joystick button on the PCC will 
appear as selected. 

Once you've added and selected a joystick, 
or if you already have one installed, you must 
prepare your joystick by calibrating it. Click on 
the Calibrate button (directly beneath the 
"Joystick" button), and a dialog box will appear. 
This is the Windows 95 Joystick Properties box: 
your installed Joyatisk shown select Calibrate, and it quickly and easily walks 
in the Joystick Properties you through the procedure. 
window. Click Calibrate... There's one other option you can set here. 
Flip Direction alters the way your targeting 


Microsoft SideWinder 3D Pro 
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SideWinder 3D Pro Calibration SideWinder 3D Pro Test 


- To set your joystick's center position, leave its handle centered, 
and then press one of your joystick's buttons. 


pion — — CCF 


To test your joystick's calibration, move the joystick. 


+ 
«> 

$ + 
Point of 
view hat 


Joystick Throttle 


+ 
+ + 
Point of 
view hat 


Joystick Throttle [done] 
[done] 


r Buttons 
5 Press one of your joystick's buttons. 
Button 1 Button2 Button 3 Button 4 


« Back 


..and then click your way through the 
easy process of setting up your joystick. 


crosshairs r eact to the joystick MM After you're finished, click Test to check 
mouse. After clicking on Flip Direction, it out. 


you'll move your crosshairs upward by 

aiming downward. You'll shift to the left by aiming to the right, and so 
forth. Most players will prefer the more traditional direction orientation, 
although the Flip Direction function could prove an interesting diversion. 


Graphic Quality 


Deadly Tide's graphics are crucial in communicating the dynamic action 
and moody atmosphere of the game. Naturally, you want the game to 
look its best, but you don't want the action to suffer because your 
computer is spending all its time and energy processing graphics. For 
this reason, the Pilot Control Center lets you choose between three levels 
of graphic quality. Here are those choices: 


Resolution I. 320 x 240 (256 colors) 
Resolution II. 640 x 480 (16 million colors) 
Resolution III. 320 x 240 (16 million colors) 


J 
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To see what level of graphics your computer can deliver without 
slowing the game play, try each of the three settings and compare the 
play experience, focusing particularly on movement and screen 
appearance. It’s a personal decision—you might be most interested in 
game action and thus willing to sacrifice graphic quality. On the other 
hand, you might be so enthralled by the cinematic quality of Deadly Tide 
that you don’t care if the game runs a bit slower. Or you might be lucky 
enough to have a system that can deliver the best of both worlds. 


Difficulty 

Just how much of a challenge do you want? Deadly Tide’s difficulty 
settings affect game play in several ways. For one thing, increasing the 
game’s difficulty makes aliens fire more rounds at you. It likewise 
improves their aim. A higher difficulty setting also means it will take 
longer for you to repair damage to your shields. I recommend that you 
play several levels at Difficulty I to get a feel for the game. You’ll need 
to be a seasoned fighter to last more than a few minutes at the third 
difficulty setting. 

You may be wondering if you can switch difficulty settings during a 
level, and the answer is yes. If you’re slogging through a particularly 
difficult section, you do have the option of “gearing down" to a less 
taxing difficulty setting. All you need to do is press F3, which takes you 
to the Pilot Control Center. Then select your new difficulty setting and 
press the Start button (which is now marked Continue, instead of Start). 
You'll return to action immediately, with the new difficulty setting taking 
effect as you resume playing. 

This raises another question: what effect do these multiple-difficulty 
levels have on how you save your game? In Deadly Tide, you're credited 
with a level when you've completed it, or you're given partial credit for 
making it to certain predetermined save points within a level. Difficulty 
level isn't factored into that equation. In other words, if you finish Level 
3 while using the Difficulty I setting, you are credited with finishing 
Level 03—period. Therefore, when you progress to Level 04, you aren't 
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forced to play that level using Difficulty I. You can adjust the difficulty 
level to whichever setting you wish. 

This allows Deadly Tide to suit a variety of gaming skills. Ace 
players can battle the alien menace using Difficulty III, while less skilled 
players can start with Difficulty I. This gives the beginning player a 
chance to hone his or her skills while fully enjoying the game. In time, 
these novice players will probably move up to tougher difficulty levels. 
If they are able to make that transition, it will in part be due to the fact 
that they were allowed to “train” under the first two difficulty settings. 


Volume 


With music and sound effects as polished as those in Deadly Tide, you'll 
definitely get more enjoyment from the game if you have a good sound 
card and computer speakers. To adjust the volume, set your cursor on the 
sliding volume control bar in the lower center of the PCC. Then raise or 
lower the sound level accordingly. 


Help 


Clicking on Help (or pressing the F1 key on your keyboard) displays the 
Help Contents. The information contained within is divided into four 
topic areas: HUD 101, which explains the Head-Up Display in detail; 
Basic Training, a brief guide to starting Deadly Tide; Ready for Battle, a 
discussion of game fundamentals; and Troubleshooting, which directs 
you to further help via Microsoft’s online and telephone-based 

support services. 


About 


Deadly Tide certainly has many movielike aspects, from its striking 
action sequences to its booming soundtrack. It also has rolling credits, 
just like a film, and these can be seen by clicking on the About button. 
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Exit 
When it's time to go, click on the Exit icon in the bottom left corner of 


the PCC. A small hatch will lift, and inside you'll see the Exit button. 
Click on Yes to leave Deadly Tide or on No to remain at the PCC. 


Start 


You've booted up, installed, signed in, and customized your game. Now 
it's time for the alien-quelling gratification for which you signed on. 
Click on the large, round Start button in the bottom right of the PCC. 
You're on your way. (By the way, if you take a break and exit to the 
Pilot Control Center, the Start button will be labeled Continue.) 


The Tactical Engagement Sphere 


You have one last stop to make before facing off against the enemy. 
Since the aliens have invaded several entire oceans, the Tactical 
Engagement Sphere is a spinning globe that marks the ocean-surface 
location of each underwater level. The 15 numbers on the globe 
correspond to the levels of the games; the flashing number (if there is 
one) indicates the level at which you last played. This screen, where you 
click on a level to select from Levels 1 through 15, is your only chance 
to get a geographic perspective of where you're fighting your battles. 
You'll see a number for the level you're about to begin, and if you've 
played the game before, the numbers of the levels you've played. The 
game's automatic Save feature updates the Tactical Engagement Sphere 
(TES) on your progress, and a flashing number represents the level you 
are currently trying to complete. You're not restricted to picking up 
where you left off. If you prefer, you can select any level from the 
beginning up through the one you are currently trying to complete. When 
you've found the number of the level you wish to play, slow the spinning 
movement of the globe by zeroing in on one level with your mouse 
pointer. Then right-click on the number, and the selected level will begin, 
provided you've loaded the disc bearing that level. Otherwise the game 
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will prompt you for the 
proper disc. Levels you 
have completed start at 
the beginning of that 
level; the level that you 
are currently trying to 
complete starts at the last 
save point that you had 
passed in that level. 
Each level of Deadly 
Tide is divided into 
segments, and the end of 


each segment Pa marked Are you capable of stopping the Earth's rotation? If so, 
with a save point. You you're qualified to select game levels at the Tactical 
won't know that you've Engagement Sphere. 

passed one of these save 

points during game play, 

but when you're returning to the current level, the game will resume at 

the last save point you passed. There are occasions, though, when you 

might want to start the current level again from the beginning. Case in 

point: you know that when you last left the game, you used up all of 

your Aquatic Concussion Torpedoes (ACTs) very early in the level. If 

you come back at your last save point, you'll still be out of ACTs. To 

start the level over, press the Ctrl key while clicking on the flashing level 
number. To revisit the Tactical Engagement Sphere selection screen 

during game play, press the F2 key. 


Weaponry 


As an action-adventure game in which your main activity is aiming and 
firing at targets, Deadly Tide exists for its weaponry. This is a pure 
"shooter," a game whose primary pleasure derives from a single main 
task so compelling that we want to do it all the time. That main task, of 
course, is shooting. In keeping with the game's sense of simplicity, your 
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firepower comes from only two types of weapons—lasers and 
explosives. You have a never-ending supply of ammunition for your 
lasers, but only a limited amount of blasts with the other. That's part of 
the challenge, too, since you have a seemingly endless supply of 

alien adversaries. 


The Hydrofighter Lasers 


These are your primary weapons, and they have an unlimited supply of 
ammo. The twin-barreled, rapid-fire lasers of the Hydra aren't merely 
essential to Deadly Tide. As far as you should be concerned, they are the 
game. Your underwater world revolves around your ability to make the 
equivalent of beautiful music with these powerhouse guns. Don't be 
surprised if it takes you some time to develop your control of the 
weapons' strengths and weaknesses. 

Your prototype hydrofighter, the Hydra, is equipped with a fierce pair 
of lasers that can be fired in single blasts like a rifle or in a rapid-fire 
fashion like a machine gun. A single laser hit will take out many of your 
alien quarry, but that means your marksmanship must be good enough to 
hit your target with only one or two shots. You've got to line up your 
crosshairs on the craft at which you're firing. You'll know you're 
properly aligned with your target when the color of the crosshairs 
changes from green to red. By the time you see that first flash of red, 
both gun barrels should be pumping your first laser volleys. Learning to 
anticipate flashing target-lock will help you to be there with the goods 
whenever alien opportunity knocks. 

Additionally, destroying your targets faster frees you up to move on 
to the next unlucky customer. After you've played a few levels, you'll 
realize that some of these biomechanical aliens are quite adept at 
maneuvering in tightly confined spaces...zipping quickly back and forth, 
each time stopping on a dime and suddenly executing 180-degree turns. 
You'll grudgingly admire their agility while you loath them for their 
ability to evade your wrath. 

At these frustrating moments you'll undoubtedly find yourself 
holding down your firing button (button 1 on the joystick or the left 


mouse button) to 
generate a raging stream 
of hot laser fire toward 
your elusive prey. Sure 
enough, you'll charbroil 
that alien. The bad news 
is that you'll also 
probably overheat your 
lasers. Even though you 
have endless 
ammunition, the built-in 
problem with your 
primary weapons is 
overheating, an event 
that shuts off your lasers. 
This isn't the biggest 
disaster you'll ever face, 
but it will render you 
powerless while the 
lasers cool down. That 
means for a good four or 
five seconds you can't 
fire a shot. And, as 
you'll quickly discover, 
you'll take heat from 
every alien craft that 
wanders by. The good 
news is that you can 
avoid this problem, but 
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Normally, your targeting crosshairs are Day-Glo green. 
But when your aim is dead-on... 


..the crosshairs light up as hot red. 


you've got to exercise sound judgment and razor-sharp timing. 

One way to keep from experiencing temporary meltdown is to direct 
an occasional glance over at the left side of your Head-Up Display 
(HUD). HUD is the overlay view of indicators and navigational aids 
you'll have on screen whenever you're in your hydrofighter or your 


rere : 


And that's when you let 'em have it. 


Microsoft 


EADLY 
"—" - TIDE 


underwater combat suit. 
(We'll provide HUD 
details later in this 
chapter.) One HUD 
gauge functions as a 
Eo 5! : visual thermostat for 
ds Lad tcs your lasers. This shows 
your guns' heat index 
and, consequently, 
whether or not you 
should ease up for a 
moment, perhaps 
continuing to fire using 
only single shots that 
don't overtax the barrels. Having to wait for your lasers to cool down is 
an aggravating experience—each second drags by while your Hydra sits 
exposed, an irresistible target for any passing alien warship. It's an 
unenjoyable position in which to find yourself, and through practice and 
good timing, you can learn to avoid it entirely. 

This isn't to say that there aren't occasions when you shouldn't 
indulge yourself and really put the heat to an alien that's been 
outstepping your fire. And there are other perfectly appropriate moments 
for roasting your lasers, such as when you realize you're nearing the end 
of a battle or are about to enter a transitional stage free of alien traffic. 

For more about laser control and firing methods, see the section 
entitled “Advanced Shooting Techniques," presented later in this chapter. 


Aquatic Concussion Torpedoes 


As long as you have one available, pressing the spacebar launches 
an Aquatic Concussion Torpedo (ACT), a precious commodity due 
to its massive impact capabilities. Unfortunately, they're in limited 
supply and are doled out only at the beginning of each level. Once 
you've used up your allotment for a level, pressing the spacebar doesn't 


CHAPTER ONE: GAME PLAY 


Pereeeeereeeereerererereerer rire rere reer errr rere rrerer reer rere reer er errr errr eee ere rere errr eee errr eee errr er errr rere eer eee rere eee errr  ÀÀ > 


do a thing. The number 
you receive at the start 
of a level varies as a 
result of level 
complexity. Although 
these ACTs possess 
mighty knock-down 
power, skill is required 
to use them effectively. 
Just detonating an 
ACT will not empty an 
entire screen’s worth of 
aliens, unless those 


. Aquatic Concussion Torpedoes—a prized resource to be 
aliens are camped used when you've got to clean house in a hurry. 
together and you target 


them carefully. Just as with your lasers, you must aim the crosshairs at 
the target(s) you wish to incinerate, pop the spacebar, and WHAMMO! 
As the superb sound effects deliver a thundering underwater bomb blast, 
any unlucky aliens who wandered into your sights are instantly 
vaporized, each in a blue and white flash. 

There are any number of occasions when you might feel that dipping 
into your arsenal and letting an ACT rip is entirely justifiable. Certainly, 
the game provides you with enough moments where it seems as if using 
an ACT is your only possible hope for not being overrun by a quickly 
materializing swarm. As your familiarity with Deadly Tide grows, 
though, you're apt to become more even-handed with your supply of 
torpedoes. There's much to be said for pacing, for knowing when to grit 
your teeth and tough out the attack without resorting to your powerhouse 
weapon. There's also a strong argument for hoarding ACTs. Some levels 
require you to use your torpedoes in a certain way at particular junctures 
within the level's scenes. Keeping up with these weapons shouldn't 
prove difficult...the HUD provides an ACT counter at the bottom of 
the screen. 
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The Forearm Blaster 


During those select missions when you must travel by foot, your Aquatic 
Combat Suit functions like a reduced version of your Hydra—with it you 
are defended from much of the mayhem taking place around you while 
being empowered to strike out wherever aliens present themselves. And 
when you're out there, hoofing it around in hostile territory, you're 
going to feel very protected by the presence of your third weapon, the 
Forearm Blaster. 

The Forearm Blaster gives you your primary offensive capabilities 
whenever you're out of your hydrofighter. Naturally there's a minor 
drawback: this weapon will shoot in rapid-fire mode, but only in seven- 
shot increments. In some ways this limits its usefulness, but it also 
increases the game's level of challenge. 


Grenades 


The EOA wants you to be prepared for any contingency during any 
battle situation. That's why your Aquatic Combat Suit was designed to 
let you carry grenades in each mission in which you're operating out of 
your Hydra. They are the portable equivalent of your ACTS and pack a 
heavy wallop. They're even fired the same way, by pressing the 
spacebar. As with ACTs, your grenades must be aimed carefully at the 
enemies you're targeting because their coverage area is limited. 
Furthermore, they are a limited resource, and one to be used sparingly. 
To see how many grenades you have at any particular time, check the 
Grenade Count, which is displayed in the bottom left of your screen next 
to the Oxygen Gauge. 


Navigational Control 


When alien warships start blasting you from all directions, you'll be glad 
that Deadly Tide's game engine features a built-in “copilot.” At the 
beginning of each level, the central computers at the Earth Oceans 
Alliance headquarters load your on-board Navigational Control computer 
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with all the data and parameters necessary for the particular mission. 
Navigational Control understands each mission's objectives and knows 
precisely where you need to go...and how soon you should be there. 
When Navigational Control takes over, your ship will begin moving of 
its own accord. Granted, this might feel strange at first, but once you're 
in the middle of a frenetic alien shoot-out (and down to your last few 
defensive shields), you'll be glad you're free of navigational duties. 
Navigational Control programs your flight plan in one of two ways. 


Flight Mode 


In Flight Mode, you're "riding shotgun" while 
Navigational Control pushes you on from one alien 
rendezvous to another. Most of the time you needn't 
worry about where you're going or how fast you're 
traveling because Navigational Control has that 
covered for you. (Although you can't alter a Flight 


The icon representing 


Mode path, there are instances when you can switch Flight Mode. When you 
from one path to another. See Selecting Flight Routes.) see jt in the upper left- 
Your job is to eradicate all the aliens you can, and hand corner of your 
Flight Mode makes that job especially challenging. screen, stick to your guns 
Why? Because you can't turn the Hydra around and and leave the driving to 


fire on any enemies that might have crept up on you INHVADADBHSRGOHNIM 


from behind. In fact, your field of vision is restricted. 
Your only view is straight ahead, following the 
direction Navigational Control has chosen for you. In 
a very real sense, traveling in Flight Mode is 

flying blind. 


Rotate Modes 


So you want to control the Hydra, huh? Okay, here’s 
where you do it. Rotate Modes usually kick in 
immediately after a Flight Mode sequence and convey 


Rotate Mode positions 
you in one spot, but your 


: : ^ lasers fire in any direction 
the sensation of being suspended in space. You floatin you wish. 
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place and spin around to target your opposition wherever it appears. 
There are really two different Rotate Modes, varying in the amount of 
rotational movement they afford. Both modes let you swivel the Hydra 
in a full horizontal circle, but only one of the modes also lets you move 
vertically through 360 degrees. The other mode gives only about one- 
sixth the vertical range of movement and, thus, firing range (again 
creating the dangerous situation of not being able to see all the aliens 
sizing you up). 

In addition to shifting your perspective, some Rotate Modes even let 
you set your own course of movement. You'll know you're in control 
when you see that your crosshairs momentarily change into an arrow. 
Then to move in that direction, all you need to do is aim in the desired 
direction and click joystick button 2 or your right mouse button. 

Just by the changes in scenery and the way your controls behave, 
you'll have a pretty solid idea about which mode you're using at any 
given moment, but should there be any doubt, you can always steal a 
glance at the Rotate/Flight Indicator in the upper left corner of the HUD. 


Selecting Flight Routes 


The Navigational Control mechanism is made all the more intriguing by 
the scattered opportunities to change your course of travel, to hop from 
one Flight Mode path to another. The trick here is figuring out where 
you’re enabled to make this nifty maneuver. There are few unmistakable 
arrow signs or other icons to guide you. Instead, Deadly Tide opts for a 
vastly more subtle approach, one in which you prompt your Hydra to 
explore uncharted routes by pointing your crosshairs in the direction you 
wish to travel. 

While most missions can be completed without investigating 
alternate Flight Mode paths, there are times when it’s a matter of critical 
importance. For instance, in Level 11 you zoom through alien-packed 
tunnels, trying to escape a potentially devastating explosive blast. At 
two separate points during that high-speed exit, you must choose 
between two tunnels. If you make the wrong choice, you end up 
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meeting the powerful blast head-on. In this case, changing paths is a life- 
or-death matter. 

That's a rare exception, however. Most of the time finding new 
paths is done strictly for fun and to enhance additional play-throughs. 
Remember, just because you’ ve got important business on the table 
(that is, saving the globe) doesn’t mean you shouldn’t explore each 
level thoroughly. 


Information Systems 


It’s been said that information is the most useful tool there is. That’s not 
all—it makes an outstanding weapon, too. Your Hydra will keep you 
well supplied with fresh data about your situation and resources. Not 
only are you “advised” by the continuous flow of survival-oriented data 
you view in the HUD, but you also receive tactical messages from two 
other key information systems. 


The HUD User Screens 


The Head-Up Display posts essential data around the game screen so 
you can get the information simply by shifting your gaze to one corner 
of the screen or another. The HUD remains in constant effect regardless 
of whether you're in your Hydra or are in your Aquatic Combat Suit. 
There are several feature differences worth noting, however, between the 
two HUDs. For instance, the HUD in your Aquatic Combat Suit requires 
no gauge for measuring weapon temperature. Why should it? The 
Forearm Blaster integrated into your pressure suit can shoot only in 
abbreviated rapid-fire sequences, unlike your hydrofighter's lasers, which 
can be fired continuously—until the gun barrels overheat. Here's a 
rundown on HUD features and an explanation of whether they're part 

of your Hydra's HUD, your Aquatic Combat Suit's HUD, or features 

of both. 
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Rotate/Flight Indicator 

Should you need to get a handle on how much control you currently 
have over your movement, look to the top left corner of the screen. 
There you’ll find the Rotate/Flight Indicator, which displays a brief 


The Hydra's Head-Up Display (HUD) posts helpful information along the 
edges of the screen so it can be accessed immediately without pausing or 
obscuring game action. 


The Rotate/Flight Indicator tells 
you which Navigational Control 
Mode is in effect. 


ae ca E d 
- 3 
You should refer to Short messages appear The other key gauge in 
this gauge often in the Engagement the HUD screen takes 
because it measures Conditions Bar, and you stock of your defensive 
your lasers’ should try to check shields. You're in big 
temperature. them all. trouble if you don't see 


any color bars here. 


How many torpedoes is your 
Hydra holding? Check the ACT 
Count to be sure. 


Lan J. 
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animation to signify which type of control is operating. The indicator for 
Flight Mode conveys rushing headlong through a square passageway. To 
show you're in Rotate Mode, the Rotate/Flight Indicator displays a 
sphere rotating on its axis. Incidentally, you'll see other random graphics 
displayed in the Rotate/Flight Indicator, too, although these don't 
provide you with useful information about whatever Flight Mode you're 
about to enter. The Rotate/Flight Indicator is standard equipment in 

both HUDs. 


The HUD that's displayed when you're outfitted in your Aquatic Combat Suit 
shares some of the same features as the other HUD. There are a few 
differences, however... 


Not sure if you're in Rotate How badly are the alien 
or Flight Mode? Check this forces getting to you? 
indicator to be certain. Your Shield Integrity 
Indicator has the answer. 
Your Pressure Monitor paints you an. c S i E c 
a picture of how far you've sunk. e Am. a 


The Bioscan analyzes life forms Mee E o4 
that exist under the waves and 
relays pertinent data to scientists 
aboard the Hastings. 


Super warrior or not, you've still 
got to breathe. The Oxygen 
Gauge measures your air supply. 


Your Grenade Count If you're putting yourself 
shows how many in grave danger, the 
explosive weapons Engagement Conditions 
you've got in reserve. Bar will let you know. 


Shield Integrity Indicator 

The Shield Integrity Indicator reflects and continually reports the 
strength of your defensive systems. This gauge uses a bar system that is 
visible along the right edge of the screen. When you start or resume a 
level, untouched by enemy fire, all of your bars are blue. Each 
successive alien hit will weaken your shields. This weakening process is 
depicted on the Shield Integrity Indicator by changing colors on the bars. 
There are four colors to represent four possible conditions: 


* blue, indicating full shield strength 

* green, denoting light damage 

* yellow, warning that your shields are taking heavy damage 
* red, indicating the loss of all defensive capability 


When your bars vanish from the screen altogether, there's a pretty 
good chance that there will be a sea-shaking explosion in your 
immediate gaming future. It should also be noted that the Shield 
Integrity Indicator not only tells you when you're losing shield strength, 
but also when your shields return to operation. How fast your shields 
repair themselves depends on how tough a difficulty setting you've 
chosen. Accordingly, if you're sweating it out on the most difficult 
setting, it only makes sense that your shields should revive themselves 
more slowly than those of a player contentedly cruising through the 
game on a much easier difficulty setting. The Shield Integrity Indicator is 
standard equipment in both HUDs. 


Engagement Conditions Bar 

The Engagement Conditions Bar, located below the Shield Integrity 
Indicator, is found at the bottom right edge of the screen. Unfortunately, 
when the Engagement Conditions Bar displays a printed message, it's 
usually bad news. This is where you'll learn about recent structural 
trauma to your ship (Hull Critical), as well as about when you've leaned 
a little too much on the firing button (Laser Overheat) or when your 
goose is really cooked (Critical Hit). You might grow to dread the 
bulletins transmitted on the Engagement Conditions Bar, but its warnings 
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can save your mission...and your life. The Engagement Conditions Bar is 
standard equipment in both HUDs. 


Weapon Temperature Gauge 

The Weapon Temperature Gauge runs down the left edge of the screen 
and uses a bar system to illustrate the temperature of your lasers. As you 
might imagine, the blue bars represent reasonably cool gun barrels, while 
the red bars tell you to rest your firing finger. You'll discover that you can 
flirt with a few red bars without cooking your lasers. Once you’re 
familiar with game play, you’ll develop the necessary skills to avoid 
burnout, but while you’re still getting your “sea legs,” you’d be well 
advised to keep a close check on the Weapon Temperature Gauge. The 
Weapon Temperature Gauge is standard equipment on the Hydra. 


ACT Count 

It’s smart to keep a running tally of how many Aquatic Concussion 
Torpedoes (ACT) are at your disposal. This small part of the HUD does 
just that. The ACT Count shows a small yellow missile icon for every 
torpedo you have. You'll find the ACT Count along the left side of the 
screen’s bottom edge, to the immediate right of your Weapon 
Temperature Gauge. ACT Count is standard equipment on the Hydra. 


Grenade Count 

This performs the same function for your Aquatic Combat Suit's (ACS) 
HUD that the ACT Count does for your Hydra’s HUD: keeping track of 
the mightiest weapons at your disposal. The Grenade Count posts a small 
yellow marker for each grenade you’ ve got and is found in the same 
general screen position as its Hydra counterpart—in the bottom left 
corner, to the immediate right of your Oxygen Gauge. Grenade Count is 
standard equipment on the Aquatic Combat Suit. 


Bioscan 

In many cases, you’re going to incredible depths—truly where no one 
has ever gone before. Therefore, your missions are of great interest to the 
scientists aboard the SS Hastings (your host ship). The Bioscan collects 
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data about any organic matter you might encounter. The information 
the Bioscan collects is immediately uploaded back to the Hastings. 
The scientific team there will study the data, so you don't really need 
to worry about it. The Bioscan is standard equipment on the Aquatic 
Combat Suit. 


Pressure Monitor 

The Pressure Monitor uses a column of yellow marks visually to 
describe your current depth. This is a "relative" indicator. You can tell 
when you're changing depth, but can't actually tell what your depth is. 
The Pressure Monitor is standard equipment on the Aquatic Combat Suit. 


Oxygen Gauge 

The Oxygen Gauge assesses how much of your eight-hour supply of air 
is still in your tanks. Like the Bioscan and the Pressure Monitor, the 
Oxygen Gauge doesn't provide you with information that you need to 
act upon in order to survive and complete your mission. (On the other 
hand, since you're going to be operating independently under thousands 
of feet of water, aren't you glad such data is handy anyway?) The 
Oxygen Gauge is standard equipment on the Aquatic Combat Suit. 


The Comp 


You're a hero of the post-modern age, so it makes perfect sense that your 
sidekick is electronic. The Comp, as it's called, is a computer that travels 
with you wherever the game takes you. If that means you're on a search- 
and-destroy run in your Hydra, then the Comp will be incorporated into 
the larger on-board computer that controls flight functions. Other 
missions might send you out on your own to carry out some type of 
sabotage. At those times, the Comp is automatically relocated to your 
Aquatic Combat Suit. In other words, wherever you go, it goes. You'll be 
glad this brainy friend's tagging along, too—especially when you find 
yourself presented with a choice of paths (the mining tunnels, for 
example). That's when you'll appreciate hearing the Comp's suggestions 
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for path 
selection...because 
they’re correct. The 
Comp speaks at other E 
times as well, including 7 
giving warnings that 
might keep you and 

your hydrofighter from 
becoming undersea 

wreckage. ^ 


The Vidlink — Lk 


This is your video When your commanding officer transmits a message via 
connection to the the Vidlink, it’s definitely must-see TV. 


commander coaching 

you from the Hastings. The Vidlink is a two-way system, transmitting 
television signals between the Hastings and Hydra via the camera and 
monitor apparatus. Again, as with all of your information systems, you’re 
not required to trigger these video messages, since the Vidlink will 
broadcast of its own accord. You should make every effort to pay 
attention to the Vidlink messages. Think of them as news reports you can’t 
afford to miss. 


Game Management 


Deadly Tide doesn’t ask you to perform many “housekeeping” chores. 
The game is easy to get into and out of quickly and keeps up with your 
progress, freeing you to relax and enjoy the gaming experience. 


Pausing 


There’s only one command to know—F3. This command will 
automatically remove you from whatever battle you’re currently slugging 
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out and will send you to the Pilot Control Center. That can be handy in 
case you want to re-customize the game on the fly or just catch your 
breath. When you're ready to return to the fray, clicking on the large 
round button marked Continue will send you back into the thick of it. 


Saving 

This literally could not be easier; you don’t have to do anything to save 
your game. Deadly Tide handles all that for you. Every time you push a 
little further within a level and pass another predetermined save point, 
the game makes a note of your progress. Then when you finish playing 
and exit, the game uses that information automatically to record how far 
you’ve made it. Later, when you come back for more action, the game 
will take you to the Tactical Engagement Sphere. You’ll see a flashing 
level number here, showing you where to resume your game. You also 
have another option—to select a level you’ ve previously played. This 
won’t do much for your efforts to rescue the Earth, but it might be fun to 
revisit a scenario you’ ve already conquered. 


Exiting 

Exiting is also done from the Pilot Control Center, so the same command 
you'll use to pause will also help you leave. Once you press F3, you'll 
see an Exit panel. Click on the panel, and a small hatch will open. To 
make sure you're sure about exiting, there's a second button you must 
select before leaving the game altogether. 


Advanced Shooting Techniques 


Effective shooting is the key to mastering Deadly Tide, and there are 
simple steps that can be taken to improve your marksmanship. Practice is 
undoubtedly the best teacher when it comes to gaining greater control 
over your shooting. By repeated playing, you'll develop your own feel 
for the game and how best to harness your firepower. However, here 

are some ideas to keep in mind as you set about sharpening your 
shooting skills. 
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Joystick or Mouse? 


Earlier in this chapter, we told you how to set up a joystick. Now we're 
going to tell you why you might not want to. It's really just a matter of 
taste. One thing's for certain—if you want to shoot well, you need to be 
comfortable with your weapon. If you're a hard-core player and are 
accustomed to games centered around flying or firing a weapon, you're 
probably going to prefer using a joystick for Deadly Tide. On the other 
hand, if the bulk of your computing involves scooting around desktops 
with a mouse (and that includes a lot of us), you might be better off 
sticking with the mouse. We experimented with both and came to 

the conclusion that we seemed to be able to fire more rapidly with 

the mouse. 

Of course, it should also be mentioned that the joystick, with its near- 
instant ability to zip you around screen, would probably prove to be the 
better choice—jf you are oriented to joysticks. Goodness knows there are 
some awfully cool joysticks on the market, and they do convey more of 
the cockpit feel one ostensibly wants during a game about flight. The 
bottom line: use whichever device is more comfortable for you. 


Safe Laser Operation 


The key resource you must govern in Deadly Tide is your laser fire, and 
it can be tricky. It isn’t that there’s not enough of it to go around (as 
we’ve mentioned, your laser supply is unlimited); the trick is developing 
a light firing touch that’s not going to overheat your lasers. Remember, 
these are super-sensitive weapons. Holding the fire button down for more 
than three seconds or so will overheat the guns. If that happens, you can 
expect to wait about four seconds for the guns to cool down enough for 
refiring. Four seconds might not sound like an eternity, but if you’re 
being hounded by aliens, rest assured it will feel that way. 

What a catch-22! If you shoot your lasers too much, you'll incur a 
time penalty and be left open to enemy attack. On the other hand, if you 
don't fire enough, we're all sure to be wiped out. So how do you get 
around this problem? One possibility involves experimenting with a 


variety of firing 
rhythms. You can set up 
some single-shot 
rhythms that fire almost 
as many rounds as 
concentrated laser fire, 
and these can be used 
without ever burning out 
your guns. Or, if you 
find that constant 
button-clicking is 

ROVE RES monotonous, you can 
forget quantity and 
shoot for quality. As you 
know, your crosshairs 
flash red when an alien is hovering in your sights. At that precise instant, 
only a single blast of laser fire is necessary to vaporize the alien craft. 
Therefore, instead of worrying about putting a lot of rounds in the water, 
you might opt to concentrate on getting the perfect kill shot. 

Finally, if you get backed into a corner and alien warships are 
ravaging your shields, remember that your torpedoes can take the heat 
off you, at least temporarily. Yes, it’s important to be conservative with 
torpedo use, but it’s smarter to launch one and lose some strategic power 
than to be reduced to plankton while retaining a full supply 
of torpedoes. 


A sad case of burnout: Overtax your lasers, and you'll 
have to hold your fire while the barrels cool. 


Tracking Methods 


The majority of alien craft you face in Deadly Tide are of the pale green, 
crablike variety. You'll see a lot of these alien fighters, and many of them 
look identical. (In Chapter Two we'll introduce you to all the alien ships 
you'll encounter in the game and tell you about their relative strengths 
and weaknesses.) For now, though, it's enough to know that they don't 
behave identically. Some alien ships are tougher to destroy than others 
by virtue of their armor, their flight paths, and their agility. Easily the 
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most elusive prey are 
those that seem to appear 
out of nowhere to blow 
by you at warp speed. 
Your best strategic 
recourse for getting rid of 
these aliens is to estimate 
the direction in which 
they’re flying at the very 
second you detect them. 
Then blanket their 
destination by leading 
them slightly with These aliens will soon learn they're flying in a "No 
laser shots. Passing" zone. 

Often you'll be in 
Flight Mode, jetting your way through a level, when you notice alien 
craft passing you while traveling in the same direction as your Hydra. 
These alien ships are some of the easiest to annihilate, floating as they do 
in wide, graceful arcs. You'll be able to tell exactly where each craft is 
headed and have some heavy fire waiting in the right spot. 

Most aliens, however, aren't nearly so easy to eliminate. For 
instance, alien fighters that keep their distance prove harder to kill. As 
you might guess, the most difficult part of targeting these vessels is 
actually seeing them. Once you get some kind of fix on their position 
(which is always subject to immediate change), it's not so difficult to zap 
them. Still, you probably can't kill them if you can't see them. 

Here's a technique to try on alien craft that are gaining distance from 
you. Lock your crosshairs on the ship in question and send out a quick 
burst of continuous fire (two seconds worth) as you push your crosshairs 
just ahead of the enemy's path. The short bursts of laser fire coupled with 
exact position tracking make for an extraordinarily lethal combination. 

A final thought about shooting: nobody ever said you have to blow 
away every single alien in the game. Very often you'll see alien warships 
headed for the exits. No doubt you'll want to blow up these retreating 
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ships, even though it’s probably not crucial to mission success. Go ahead 
and satisfy your bloodlust—as long as you don’t have more pressing 
business with other aliens who might still pose a serious threat to your 
survival. Consider whether or not you’re going to jeopardize your 
mission just because you want to be a perfect shot. 


Deadly Tide Quick Reference Guide 


Weapon m Controlled By... 

Hydrofighter Lasers | Joystick Trigger, Left Mouse Button 
Forearm Blaster ts B Joystick Trigger, Left Mo e e Button m 
Aquatic Concussion Torpedoes i i Spacebar ! i: 
Grenades ae l E Spacebar 

Commands Controlled by... 

Help FI 

Level Select (Tactical Engagement Sphere) F2 

Pause/Relocate to Pilot Control Center F 

Mute Game Sound ||. M 


Exit 
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Before you rush headlong into battle, it helps to know your adversaries. 
Here's where you'll meet them. As an added bonus, we've included 
some original sketches showing how these creatures evolved before 
appearing in Deadly Tide. (Our thanks to game designer Bruce Hall at 
TRG3 for sharing his original concepts with our readers.) 


The Alien Fighter 


This is your standard issue bio-craft, as 
flown by aliens (and on at least one 
occasion, you!). By the time you reach 
Level 15 of Deadly Tide, you'll feel as if 
you've picked off a few zillion of these 
standard alien warships. A single, well-placed laser shot is usually 
sufficient to dispatch an alien fighter. If that sounds easy, stick around. 
Just wait until 
ten of these 
HT mm biomechanical 
SS p machines attack 
you at once. 
They're fast and 
usually extremely 
agile. Suffice it to 
say, you'll get to 
know the alien 
fighter well 
before this game 


Standard Alien Fighter, images courtesy TRG3. is over. 
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The Alien Transport 


This beastly bio-craft looks friendly, 
but there’s nothing amusing about 
it. The alien forces’ utility vehicle of 
choice is armed with plenty of far- 
reaching gun turrets, and it always 
arrives with heavy fighter cover. 
During heavy fighting, it’s wise to 
invest an ACT to eliminate a 
Transport’s turrets. You'll find that 


after a Transport's been weakened 


skelenes POLY Bruce Hal: TAGS, laser bursts to its underbelly might 
make it crash and burn. 


The Alien Cruiser, or Transport, as it finally “surfaced.” 
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The Alien 
Tankfighter 


This twin-barreled terror is 
usually identifiable by its 
trademark coloring: deep 
blue with magenta tail and 
wing lights. The Tankfighter 
doesn’t seem quite as quick 
as some of the other bio- 
craft, but with armor this 
tough, it can afford to take its time. In most instances, it will take at least 
a few of your laser blasts to dismantle a Tankfighter. Sometimes a 
Tankfighter will require even more effort and laser fire to destroy than 
other craft. The best way to put one out of commission is to use short, 
sustained laser bursts. You'll want to use as little laser fire as possible on 
the Tankfighter because you may need that extra power against its travel 
companions; the Tankfighter usually travels in groups of three or more. If 
you're going to be fighting more than one Tankfighter at a time, bring 
along an ACT—you’ll need it. 
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The Alien 
Bio-Sentry 
Meet the game's most 
persistent —and perhaps most 
dangerous—alien creature. 
You'd never know by looking 
at the whimsical alien Bio- 
Sentry, but it's a pure terror. 
What this enemy lacks in 
physical size it definitely 
makes up in maneuverability. 
"MS The Bio-Sentry is full of 
RY surprises: bobbing and 
weaving in front of you, 
disappearing behind you, and 
zipping from one side of the 
screen to the other so fast that it seems to vanish and rematerialize. A 
laser shot will take out Bio-Sentries, but you've got to catch them first. 
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The Alien 
Bomber 


This bio-craft shows up in 
two varieties: mean and 
meaner. It’s the visual 
marriage of a flying insect | 
and a boombox, and it’s as 
troublesome as it is unique. 
As this alien craft travels, it 
launches clusters of bombs, 
and these innocent-looking 
packages can be deadly. An 
alien Bomber launches one 
of two kinds of bombs. 

If a Bomber shoots out a group of the thorny, violet orbs (which look 
like burrs), you should either try to shoot the individual orbs or to 
destroy a collection of them with an ACT. Your defensive reaction will 
be complicated by the way the violet orbs will come after your Hydra, 
trying to attach themselves to your hull. That’s bad, because if your 
Hydra comes in contact with them, the orbs will act as depth charges and 
violently shake your ship, weakening your shields in the process. On the 
other hand, if a Bomber dispenses the blue and gray bombs, you’ll see 
these bombs appear to fly around by themselves—and that’s because 
they can. Each bomb of this type is actually a miniature alien bio-craft 
that’s armed and trying to destroy you. When you run into a Bomber, 
your first instinct will be to pick it off with your lasers. This will prove 
difficult, though, because the Bomber is super-tough, and capable of 
absorbing up to 20 of your laser hits before detonating. In some 
instances, using an ACT isn’t even a guarantee of destroying a Bomber. 
However you choose to deal with this extremely challenging opponent, 
do it quickly. If you can destroy a Bomber before it sends out its 
payload, you’ll keep yourself from spending extra time shooting each 
individual bomb that particular Bomber is carrying. 


Microsoft 


EADLY 


TIDE 


The Alien Bio-Droid 


This balloonlike alien creature floats 
like a butterfly and stings like a bee. 
Bio-Droids are lurkers and seem to 
drift with the prevailing current. Don’t 
be fooled! Although the Bio-Droid 
seems more relaxed than its frequent 
partner in crime (the hyper Bio- 
Sentry), the Bio-Droid is very intent 
on killing you. It can be difficult to 


- get rid of, too, especially when it 


uses erratic movement patterns. A 
Bio-Droid can usually be killed with 
a single laser blast, except when you 
meet a Guard Droid. You can tell if 
you're battling this more resilient 
Bio-Droid because of its coral color 
(the average Bio-Droid is dark blue 
with red markings, like the typical 
Tankfighter), and its ability to take 
several shots without exploding. 
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The bio-craft with the 
strongest firepower is 
the Advanced Bio- -- 
Mech. Luckily, you p S 

won't run into this 

death-dealing alien very often. In fact, you shouldn't worry about the 
Bio-Mech's savage set of guns until the game's final level. Then you 
should worry plenty. The Bio-Mech resembles the Tankfighter, except for 
a slight variance in body shape. When you are finally introduced to the 
Bio-Mech, you should be able to recognize it from its ivory coloring. 
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The Alien 


We don’t get our first look 
at the actual aliens until 
Level 07, when you 
encounter a number of 
them at the alien shield- 
generator facility. Until that 
time, we never see the 


aliens, just the creations they construct to 
do their bidding (Bio-Sentries, Bio- 
Droids, etc.) or the warships they pilot 
(Alien Fighter, Tankfighter, etc.). When 
we first glimpse an alien, we see it’s 
shockingly ugly—covered with brown, 
leathery skin; possessing bulging eyes 
and a massive lower jaw with razor- 
sharp teeth. The alien is able to “lift off" 


bale” es EN i l because of the internal propulsion 
ae / system bred into it. Despite this feature, 
d ` E f you shouldn’t have too much trouble 
getting the drop on it because the aliens 
ALIENS aren’t particularly fast. Usually a single 
R 


shot will put one out of commission. 
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During seven of Deadly Tide's game 

levels, you'll be operating away from 

your hydrofighter. No matter what m. 
interior area you're exploring be it a E e 


sunken EOA sub or the main alien  indlas 


complex—you’ll feel safer 
wearing your Aquatic 
Combat Suit (ACS), which 
performs some amazing 
functions. First, it protects 
you from the extreme 
pressure you're experiencing 
far below sea level. It's thick 
construction also makes it 
strong enough to withstand 
enemy attack...up to a point. 

The ACS packs a 
Forearm Blaster—a single- 
shot laser that’s mounted on 
your arm. For extra punch, 
interior levels also outfit you 
with grenades. The ACS also presents vast amounts of information to 
you while you're exploring. The Head-Up User's Display shows 
mission-relevant data along with indicators about your physical well- 
being. All this information is posted on screen, so you won't have to stop 
what you're doing to access it. 
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The Hydra 


If thwarting the alien menace is your 
job, then this is your office for most of 
the game. 

The EOA designed the hydrofighter 
because it desperately needed a new 
kind of underwater vehicle—one fast 


enough to make it a certified offensive 


threat, and one sturdy enough 
to withstand the hazardous 
water pressure found miles 
below the waves. The Hydra is 
what they designed. This 
underwater jet features twin 
lasers and a variable payload 
of Aquatic Concussion 
Torpedoes (depending on what 
level you’re currently playing). 
The Hydra also provides 
necessary and supplemental 
information presented through 
the Head-Up User Screen 
overlaid on your visual display. 
Only a limited run of these 
hydrofighters were produced, 
and as the game goes along 
(and more of your comrades 
fall by the wayside), your 
Hydra becomes more and 
more of a collector’s item. 
Safeguard this vessel at all 
costs. 
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The SS Hastings 


You do your fighting from your Hydra (or while wearing your ACS), but 
you still need a base from which to operate. The SS Hastings, an EOA 
defense carrier, serves that function well. Not only does the Hastings 
provide you with various creature comforts between missions, but all 
your orders are issued by the ship’s commander. To you, the Hastings is 
a safe place, a refuge...at least until Level 09. 


Chapter Three 


It turns out that you're not as ready for battle as you thought you 
were. Despite the grueling training and endless drills, despite 
preparing for this one particular moment during every waking 
minute, you’re still stunned when the attack comes. The speaker 
in your EOA (Earth Oceans Alliance) quarters rings out with 
emergency orders, sending you on the mission you had thought 
would never arrive. The alien forces are on their way, flocking to 
destroy everything you cherish. At this very moment, like bats in 
the twilight, the aliens are swarming. 


Your Guests Have Arrived 


Level 01 uses a series of superbly rendered cutaway scenes to set the 
stage for battle. There’s panic on the EOA base, sparked by the worst 
news imaginable: alien forces have infiltrated the flight bay and the 
flight-bay rotunda. Mission control has no choice but to order you to 
attack. You are dispatched in your Hydra prototype, with explicit 
instructions to engage the enemy. Because Microsoft Deadly Tide is first 
and foremost an action game, that’s all the information you'll 
receive...and all you'll really need. There are no complicated tables to 
study, no lengthy operation sequences to memorize, no homework to 
prepare. Just take a deep breath and come out swinging. 

Your Hydra is just seconds off the launch platform when a 
powerhouse blast signals imminent danger. Sure enough, the massive 
explosion rips a hole in one of the tunnels leading to the flight bay, 
opening the floodgates to a seemingly endless stream of alien craft. 
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Before you have time to 
get your bearings, the 
aliens are everywhere, 
swarming around you 
like locusts. 

Taunting you with 
F > *] laser fire, working 
feverishly to crack your 
hull and send you to the 
bottom in pieces, the 
^| alien plague strikes 
ko m suddenly, with full and 
terrifying force. At the 
very moment the aliens 
make their noisy entrance into the flight bay, the game situates you 
directly across from the tunnel where they enter. You can't, at least for 
the moment, maneuver away from this location. Fortunately, though, 
your position within the 
flight bay isn't nearly as 
important as how 
actively you defend it. 
The first order of 
business, of course, is to 
fire your lasers like 
there's no tomorrow; if 
you don't, there very 
well might not be. 

During these initial 
exchanges, you are apt 
to feel overwhelmed by 
Game play commences with a bang—literally—as alien enemy forces, especially 


forces come calling. Forecast for the training base: expect jf your experience with 
large numbers of aliens...with intense damage likely. 


Time to saddle up and ride. 


the game is minimal. 
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You're facing a al 
flight bay that’s aa... 
filling up quickly 
with aliens, and 
you’re probably 
still learning your 
equipment. After = i 4 E^ - S 
studying the 
discussion of 
weapons in 
Chapter One, 
you'll probably 


feel tempted to hit 
the spacebar to One of the best patterns for laser firing is a sweeping, top-to- 
bottom spraying motion. 


launch one of your 
supercharged 
Aquatic Con- 
cussion Torpedoes 
(ACTs). Whether 
you should trigger ) rem 
a torpedo at this "hos 
point is debatable. 
Unlike your laser 
ammunition, con- 
cussion torpedoes 
are a limited pe = 
resource. Use them |æ T * A 
wisely because as as 


they won't be This pattern is highly effective when the screen is crowded with 
replenished until aliens and you need to fire at several parts of the screen 


you reach the next at once. 

level. If you waste 

them early in any level, you'll be sorry—because you can be sure you'll 
encounter even scarier situations in later battles within that level. 


Don't stay focused on this platform too long or on the 
aliens that keep rising from behind it. Continue to spin 
and fire. (Try using a top-to-bottom spraying motion.) 


Besides firing your 
lasers as much as you 
can (remember to pace 
your shots carefully so 
you won't overheat your 
guns), it's important not 
to fixate too long on any 
one target. If you do, 
you'll find that you 
become the target...a 
target that can't see the 
enemy craft firing at you 
from behind. For 
example, don't spend too 
much time watching the 
platform from which you 


just lifted off. This will allow the two alien craft that rise into view (and 
the countless others to follow) to lock on to your position. And don't get 
drawn into a grudge match with a single, hard-to-destroy alien. Shoot to 


AM 


Choose a target to the immediate left of the wall that 
partially blocks you from view. 


= n 


kill, but always keep 
moving. This will help 
foil the alien's ability to 
pin you down. 


Nooks and 
Crannies 


Now you have a chance 
to start turning things 
around and put the aliens 
on the defensive. Once 
you rid the flight bay of 
alien ships, the game's 
navigational battle 
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computer (known as 
Navigational Control) 
will propel you to a 
well-protected corner of 
the flight bay (to the 
right of the launch 
platform facing the 
tunnel that the aliens 
used to enter the base). 
This is the proverbial 
catbird seat for gunning 
down one alien fighter 
after another. Spray short 
bursts of laser fire just to 
the left of the wall that 
shields you from view. If 
you set your crosshairs 
about halfway up the 
screen, a stream of 
incoming alien vessels 
will fly right into your 
line of fire. 

One thing to keep in 
mind: each time you play 
Deadly Tide, some minor 
aspects of the game’s 
design can change. In 
one play-through, you Alien fighters head toward the platform, looking for you. 
might have a clear field 
of fire from this choice location. In another game you might find your 
sniper’s perch partially blocked by a collapsed girder that was dislodged 
during battle. Not to worry; this debris won’t affect your ability to fire on 
the enemy from your guarded position. In fact, if the girder has fallen, 


Initiate regular bursts of laser fire. 
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The aliens are moving much too quickly to avoid you 
once they're in your sights. 


Sometimes you can pick off a handful of fighters in 
rapid-fire succession, simulating chain lightning striking 
beneath the waves. 


you can use it as an 
impromptu sighting 
device to help you aim a 
trajectory of laser fire. 
Taking advantage of 
this secured location 
creates a killer-diller 
scene that really shows 
off Deadly Tide's 
cinematic qualities. This 
is one game that's a lot 
of fun to watch, even if 
you're just looking over 
the player's shoulder. 


Out of the 
Frying Pan 

At this point there's no 
reason to linger in the 
flight bay, so 
Navigational Control 
relocates you to the 
tunnel that will lead you 
to the flight-bay rotunda. 
Although you've done an 
admirable job of 
cleaning out the bay, 
you'll see that the tunnel 
is still filled with a few 
stray alien craft, hoping 


to catch you on your way out the door. Navigational Control will steadily 
propel you to the tunnel's entrance. You'll be there before you know it, 
so go ahead and fire at the alien ships once you can see them in the 


m Ap. 
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tunnel. Blast away— 
even if the aliens are so 
far ahead you’re unsure 
of their precise locations. 
Probability suggests 

that at least some of 
your laser fire will find 
its target. 


An Industrial 
Atlantis 


Once you shoot your This tunnel is your entrance to the flight-bay rotunda— 
way through the tunnel, where you received your initial training. These old 
you'll enter the flight- stomping grounds need to be defended from their 
bay rotunda. It’s an new occupants. 


overwhelming sight, an 
enormous complex of 
mammoth girders and 
training craft. It was 
here that you took part 
in your earliest training 
maneuvers and 
exercises, and now 
you're back to really test 
your mettle. This time 
you're playing for keeps. 
The game helps you 
as it did before, by 
whisking you to one of Your vantage point near the top of an industrial Atlantis. 


the most strategically From this prime position near the girders and pulleys, 
advantageous spots in you can scatter-gun alien attackers as they cruise 


the facility. You've got around you. 


Aliens buzzing around the portals make a fatal error: 


turning their backs on you. 


This EOA officer hasn't got a chance if you don't enter 
Gate 01 and try to help him fend off the alien menace. 
You better hurry—he doesn't have much time. 


an expansive view of all 
the action from your 
location near the top of 
the girded complex. 
Cooler still: this is your 
first chance to experience 
Deadly Tide's Rotate 
Mode, which gives you a 
60-degree vertical firing 
range along with a 360- 
degree horizontal view. 
This is the place to be— 
with an unobstructed 
shot at the alien fighters 
as they cruise across the 
screen in single file. 


Cleaning Up 
Your Own 
Backyard 


There's a lot of action to 
keep you busy inside the 
flight-bay rotunda. 
Aliens operate in two 
basic ways here: either 
by zipping through the 
complex in single file to 
attack you, almost like 
connected train cars, or 
by congregating around 


the many portals that line the walls. The aliens who are preoccupied with 
entering the portals to the exit tunnels are the easiest to pick off, but 
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they’re not the ones you 
need to worry about. 
Save the task of 
terminating these busy 
aliens for the “downtime’ 
moments when the 
attacking aliens aren’t 
screaming around you. 


A Friend in Need 


Across from the complex 
is a troubling sight. One 
of your fellow officers is 
maneuvering his 
hydrofighter into the 
portal labeled Gate 01. 
He’s being tailed by alien 
fighters who are quickly 
closing in on him. That’s 
all you need to see; your 
course of action is set. 
You've got to rescue him 
if you possibly can. 
Swoop down into the 
scene and follow your 
fellow craft into the exit 
tube. What you see 
there will turn your 
blood cold. 

Adrenaline is 
pushing your heart to 
maximum capacity as 


3 


A cluster of aliens can surprise you at any time. 

Return the surprise by taking out the whole bunch 

with a concussion torpedo. This is definitély the time to 
use one. 


The aliens are doing a great job of tearing up the flight- 
bay rotunda, and you might be next. Take it as your cue 
to exit. 


you realize that whatever dent you've made in the alien forces has 
already been offset by the arrival of more and more of the creepy green 
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craft. No matter how 
many of them explode 
right before your eyes, 
they keep coming. And 
you realize, for the first 
time, that this particular 
battle cannot be won, 
only survived. 


A Hastings 
Retreat 


Blast through this side exit, and you'll out-distance the After clearing out the 
aliens trailing you. alien fighters clustered in 
Gate 01, you return to the 
main floor of the flight- bay rotunda. The tide has clearly turned in this 
battle, and it's time to face the facts—you' ve got to get out of here to 
fight another day. The aliens have already dislodged the submarine 
suspended in the rotunda. 
When you see it slowly 
descend amid a flurry of 
explosions, you realize 
your time here is 
quickly running out. 
Your only chance is 
to tear out of the flight- 
bay rotunda and find an 
exit tube that hasn't been 
overwhelmed by alien 
fighters. Once you break 
through to open ocean, 


Welcome to the Hastings, your post-battle home away you'll find yourself 
from home. Get ready for Level 02. 
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jetting through undersea valleys until you arrive at the SS Hastings. This 
is the EOA’s underwater carrier and is submerged nearby. You initiate 
landing procedures, feeling as secure as if you’d landed on your own 
front porch. 

You learned several important lessons during this Level 01 battle. 
For starters, you know your Hydra delivers the goods when the time 
comes to engage the enemy in combat. You’ve also seen the alien forces 
in action and know a little more about what to expect from them in the 
future. EOA forces took a beating from today’s ambush attack, but you 
can bet there will be plenty of opportunities to settle that score. After 
all...this is only round one. 
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Your adrenaline hasn't stopped pumping since the terrifying 
moment when alien warships stormed into your EOA base. The 
battles you fought there were thoroughly grueling, but you 
proved you could handle the challenge. Your performance (and 
that of your Hydra) was so impressive that you've been tapped 
for a special one-man mission. You're being dispatched to the SS 
Ballard, an EOA research vessel that alien forces sent 
plummeting to murky waters 13,000 feet deep. This mission has 
several parts, but here's the kicker: the Ballard's nuclear reactor 
could melt down at any time. If this happens, EOA scientists 
expect it to trigger a disastrous explosion, one that will set the 
seas on fire for miles. EOA command was pleased with your 
assured handling of a tough situation. Now let's see if you can 
use your cool to keep the Ballard's reactor from hitting its 
boiling point. 


Undersea Scavenger Hunt 


You've just settled in back at the Hastings, still pumped up from 

your first meeting with the enemy, when you receive an urgent Vidlink 
message from the Hastings' commander. He seems encouraged by 
how your Hydra performed in your first engagement in the flight 

bay. He speaks of his great faith in your ability and that of your 
hydrofighter prototype. 
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The Commander fills you in on the SS Ballard, an EOA vessel 
devoted to scientific research. The Ballard was recently sunk by alien 
forces and sent to a depth of 13,000 feet deep—with a nuclear reactor 
that's set to blow. It's an experimental reactor the Commander describes 
as "very efficient, but very volatile." Herein lies the thorny problem: if 
the reactor melts down, it will trigger an explosion that will destroy 
everything within a 100-mile radius. Of course, that includes you, too. 

The commander lays out the mission for you, and it's a three-parter. 
He explains that the Ballard, aside from having a ruined reactor, also 
possesses key information and materials. The EOA wants to get it all 
back, and as soon as humanly possible. First you're to head for the 
captain's quarters and retrieve the security card key presently tucked 
away in a wall safe. From there you are to proceed to the Ballard's main 
computer terminal where you will download key information that the 
sunken vessel had collected and safeguarded in its data storage. The last 
item on this undersea scavenger hunt is perhaps most significant of all. 
It’s a mineral sample that EOA forces recovered off an alien warship 
they were able to capture and briefly study. This mystery mineral comes 
from the Earth, but it's so rare that no human scientist had ever studied it 
before. This raises a couple of very puzzling questions: how did the 
aliens come across the mineral, and what are they using it for? 


Approaching a Time Bomb 


When you first swoop down to the Ballard, you find it a mere shell of its 
former greatness. It's teetering on a mountain ledge, dangling pitifully as 
its nuclear engine furiously churns. To see it now, lying broken on this 
peak, you can't believe this ghost ship was once a seaworthy vessel. 

Breathtaking cutaway scenes show you descending on the ailing ship 
and dipping down beneath it before your Hydra journeys along its port 
side. You see a lot of twisted steel wreckage as you pull up to the 
vessel's aft end. This is where you set your Hydra down; this is where 
you will enter the ship. Your craft comes to rest, its landing lights 


CHAPTER FOUR: WELCOME TO THE FUNHOUS 


switching off. Then all is 
darkness, the effect 
unsettling. This place 
looks completely devoid 
of life. At least, you 
hope it is. 

The introductory 
cutaways conclude with 
the Hydra's bubble top 
disengaging, air bubbles 
rising as the water hits 
you, surrounds you, and 
becomes your total 
environment. You climb 
out of the cockpit, ready 
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As you approach the mangled end of the Ballard, you 
wonder what you've gotten yourself into. 


to take your first tentative steps on this hallowed ground. It should be 
noted that this is also the first exploration you’ ve undertaken in your 
specially engineered Aquatic Combat Suit. It’s a whole new sensation, 
realizing you’re wearing the equivalent of a second layer of skin that’s 
actually stronger than armor. Then there are your weapons, which you’ ve 
used in training exercises, but never when playing for keeps. 

You step carefully through the mangled aft end. Everywhere you 
look there’s wreckage: twisted debris, broken girders, and pipes that look 
both rusted and busted. To look at it, you would never know that a 
nuclear reactor is aboard, steadily simmering and preparing to vaporize 
everything in a hundred-mile radius. The danger is nearly palpable, and 
you can instinctively feel it growing closer. The commander sent you to 
fulfill a few mission objectives, and that’s all you wanted to do. You 
didn’t know you’d be fighting for your life. Unfortunately, though, that’s 


the way it turns out. 
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The Alien Ghosts 


You enter the Ballard, which reminds you of a condemned building. Its 
flooded corridors glow with eerie shades of red and purple. The walls 
and floors are pitted and scarred, with gaping holes appearing every so 
often. You marvel at the colossal amount of damage that the ship took. 
The SS Ballard looks as if it has aged a hundred years in the short time 
it's been down here perched on the brink of disaster. The wrenching 
pressure found at 13,000 feet below sea level has given the ship the 
weathered appearance of a crypt. Surely, you reason, no organism could 
live at these harsh depths. Then you hear a sound. You turn to your left 
and see that—yes, there's life. But it's not of this Earth. 

Meet the Bio-Sentry, a small triangular blob that's covered with 
sickly pale green skin. This is the first of the biomechanical alien droids 
you'll meet. The Bio-Sentries make their creepy presence felt early in the 
level, and they will be with you not only during your time on the 
Ballard, but in later missions as well. You'll quickly learn to hate this 
alien creation, and not just for its appearance. You'll resent the 
annoyingly agile way it can zip from one end of the screen to the other 
so quickly that it looks like it's disappearing and then reappearing. You'll 
feel frustrated by the way it works in packs and harangues you in groups 
of ten or more, inflicting as much harm as it possibly can to your shields. 
But perhaps more than anything else, you'll despise the Bio-Sentry's 
facial features, which give its face a twisted grin that mocks you 
whenever the alien ambushes you. The first time you see a Bio-Sentry, 
its excessively jovial countenance strikes you as whimsical, but it doesn't 
take long for the charm to wear off. 

Bio-Sentries often materialize at the far end of the corridor, and 
you'll barely be able to see them. But within a second or two, they'll be 
in your face, having glided effortlessly at you like apparitions in a 
haunted house. When you zap one of them, it will often vanish with a 
light “poof,” like a ghost banished back to another dimension. You 
continue through the wreckage, entering the Ballard while popping one 
Bio-Sentry after another with your lasers. They often appear from 
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behind, overtaking you 
and dancing back and 
forth in front of you, 
arrogantly taunting you. 
These ghostly aliens bob 
and weave, and although 
they usually aren’t too 
difficult to blast while 
their movement is 
constricted within the 
narrow confines of a 
corridor or tunnel, they 


are always tenacious iN Yoy think the Ballard looks spooky, and now you know 
their attacks. You won't — why—it's haunted by eerie alien Bio-Sentries like this one 
get any prep time when that appears through a gap through the ceiling. 
they appear, either. If 
you see a Bio-Sentry, you can safely assume that it’s already seen you 
and, furthermore, that it’s already firing on you. 
At the beginning of Level 02, the Bio-Sentries are little more than a 
nuisance. Within the corridor you’re able to keep them firmly in check. 
In a later section of Level 02, though, the Bio-Sentries’ natural agility 
turns them into an adversarial force that’s nearly impossible to contain. 
For now, though, you continue down these very spooky halls. 


Tricks from the Funhouse 


You do lots of corridor work in this and the two following levels. 

The corridors of these shattered remains are your means of access to 
those parts of the ship containing the mission inventory you were sent 
to collect. 

Various intersections await you in this level, and these junctures can 
prove challenging. This makes sense given that your enemy quotient 
usually triples at such times (You should be thankful that one of the four 
corridors usually dead-ends and bears no alien attackers). After arriving 


a 


When you see a blue arrow such as this one, you can 
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at an intersection of 
corridors, your first job, 
obviously, is to rid the 
halls of any enemies 
who've shown up. You 
clean out one corridor 
before rotating to 
another, and when the 
intersection has been 
emptied, you might see 
a blue arrow pointing to 
a certain corridor. When 
you see the arrow 


pursue the direction it indicates by clicking joystick button appear on screen, you 

2 or your right mouse button. Before you do, though, you can click joystick button 
might want to turn around and see if an alternate path is — 2 or your right mouse 
being offered by another blue arrow. button to follow the 


indicated path. Before 
selecting the path, though, it's smart to pivot 180 degrees. You might see 
another blue arrow pointing in the opposite direction, and that's another 
option for you to pursue. No matter which direction you decide to take, 
however, you'll need to cover your steps from all angles. 


Corridor Traffic 


You are being constantly pursued by Bio-Sentries in these halls, and if 
you're not careful, the aliens can overtake you by crowding the corridor 
faster than you can destroy them. There's only a limited form of rapid 
fire in your Forearm Blaster (seven shots maximum), and although you 
do have grenades at the ready, it's always smart to try to hold out as long 
as possible before resorting to using one of them. 

It's extremely easy to be lulled into thinking you've cleared away the 
Bio-Sentries in a stretch of corridor and find yourself ambushed en 
masse. Navigational Control spins you around and puts you face-to-face 
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with the Bio-Sentries, 


whose determined 


fighting continually 


implies that they have 


no intention of giving up 


their adopted home 
aboard this ghost ship. 
About the only thing 
you can consistently 
count on in these 
corridors is being 
surprised at every turn. 
You creep forward, The mischievous Bio-Sentries hide from you. This little 
turning often, checking fellow, for example, appears at the edge of a wall. 
every angle. You look 
up to see an exposed part of the ceiling. Sure enough, one of the little 
green imps pokes its head through the hole, daring you to take aim 
against it—which you do. A little further down the corridor, you arrive at 
another hole. This one’s in the floor, and it yields several Bio-Sentries 
as well. 
Bio-Sentries clearly delight in tricking you and surprising you. One 
of their favorite moves is to edge out from behind a wall, revealing only 
part of their ghastly green form. It doesn’t take long to learn the tricky 
ways in which Bio-Sentries try to overtake you, but it will take estimable 
experience to master destroying these aliens. 


Presto! Change-0! 


In one way, Navigational Control makes your job here in the corridors 
even tougher. You're firing at moving targets, which can often be 
difficult enough, but you're also shooting while you're walking or 
running. The only way to keep the advantage over your adversaries here 
is to take them out when they first appear as dots at the far end of the 
corridor. Perfect this technique, and you'll be able to eliminate three or 
four Bio-Sentries before they seek you out. 


The aliens in this “funhouse” love to play tricks on you. <a 
This is a memorable one: you approach this corner and behind if you turn 
find a Bio-Sentry waiting. It disappears... your attention from a 


corridor too soon. 
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Another way to 
minimize the Bio- 
Sentry assault is 
to throw a couple of 
extra laser blasts down 
to the end of a corridor 
that has already sent 
you a few aliens to 
kill. There may be a 
final Bio-Sentry to 
come, a late-arriving 
straggler that can 
surprise you from 


The Bio-Sentries have so many tricks here in the funhouse that it's 
difficult to keep up with them all. You witness one of their most 
memorable bits of sleight-of-hand while approaching a corner. Before 
you reach its edge, however, a Bio-Sentry unexpectedly whirls into view. 
You quickly regain your composure and shoot the alien point blank. 
Then you draw back to your previous position and wait for the bubbles 
to settle from that exchange. Convinced you can now round the corner 
safely, you start again toward its edge, when...ta-daaa! Another alien 
creation has magically materialized. This one floats like a butterfly and 
stings like a bee. It's not an insect, though. It's much more sinister than 
that. It’s a Bio-Droid. 


Pop Go the Weasels 


The alien Bio-Sentry has a partner in crime within the eerie halls of the 
Ballard. And if you thought the Bio-Sentry's appearance was odd, you 
haven't seen anything yet. The alien Bio-Droid takes a classic childhood 
image and turns it into an instrument of terror. You see, the Bio-Droid 
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looks like a balloon. In 
Level 02, the Bio- 
Droids you encounter 
are a deep blue with 
flashes of bright red. On 
the sides of their 
curvaceous blue bodies 
are small red balloons 
mounted like ears on the 
side of a head. A small 
basket dangles from the 
balloon, swaying back 
and forth underneath it. ..only to be replaced immediately by this balloonlike 
These marauders float Bio-Droid. 
innocently through 
various areas, and the first time you see one, it's a pleasant sight. 
"Look," you think, *a balloon! Maybe it's some kind of power-up. 
Perhaps I’m supposed to catch it." You'll catch it all right—just as soon 
as the alien Bio-Droid starts firing at you. 

The Bio-Droid initially appears slower than its ally, the Bio-Sentry. 
First impressions can be deceiving, however. The balloonish Bio-Droid 
only seems to glide more leisurely because of the nature of its 
movement. It sways from side to side, riding gusts of ocean current like 
spring breezes. Its movements start slowly, rapidly gain momentum, 
and quickly reach their stopping points. Needless to say, they can be 
extremely evasive. 

The balloon even sounds as if it's filled with some type of gas. When 
you blast a Bio-Droid, it triggers an exploding whoosh of gas, as if 
you're pricking it with a straight pin. 

Before you can pop these balloons, however, you must be able to 
find them, and sometimes that's not so easy. The Bio-Droids love to hide 
from you even more than the Bio-Sentries. What's worse, because of the 
their subtle coloring, the Bio-Droids are often able to blend in with their 
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background. The dark 
blue of the balloons is 
easily lost in the murky 
interiors of the Ballard, 
so you need to take a 
careful look at each 
darkened location you 
pass. Often more is 
there than initially meets 
the eye. 

A final warning 
about Bio-Droids: any 
These alien Bio-Droids blend in with the purple tint ofthis ime you pass a partially 
room, making them a deadlier adversary. destroyed piece of hull, 
pay special attention to 
Bio-Droids that might 
appear. Here, too, they 
blend in with the 
blackness of the vacant 
holes. The Bio-Droids 
can prove deadly when 
they go undetected. 

You're going to be 
hunting Bio-Droids 
throughout the game, so 
you might as well start 
refining your skill at 
targeting them until you 


Survive these haunted corridors, and you'll find your way 4 - 
to the Ballard’s storeroom. can do it quickly and 
effectively. The next 


section of Level 02 will give you plenty of opportunity to practice your 
shooting technique against the Bio-Droids—perhaps more opportunity 
than you'll actually want. 


EN " 
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Taking 
Inventory 


It’s fairly easy to 
navigate the corridors 
without incurring much 
damage. What you need 
to watch out for are the 
Ballard’s big rooms— 
like its storeroom. You 
wander into this huge 


warehouse, its entrance 

luring you near from the -The storeroom might not be operational anymore, but it's 
still cluttered with crates and other objects that can (and 
will) obstruct your view of aliens. 


end of a corridor. It's a 
big room, with a high 
ceiling and exposed girders. The industrial 
feel of the warehouse comes through as you 
notice hexagonally shaped crates stamped 
with “This Side Up." 

The storeroom is difficult to survive, 
made tricky by the abundance of crates and 
other junk that’s strewn all over the place. 
These storage items provide Bio-Sentries and 
Bio-Droids (the two types of aliens you'll 
face in the storeroom) with perfect hiding 
places, as if you needed a handicap while 
trying to withstand the enemy forces already 


hard at work against you. It may look harmless enough, but 
In the storeroom, you'll face a balanced the alien Bio-Droid is no child's 
mix of Bio-Sentries and Bio-Droids. Your balloon, as is proven repeatedly 


strategy should incorporate a constant Mi he Bal dd S sioreroeny 


pivoting movement while you're operating 
your Forearm Blaster. This is the only way to insure that you'll see new 
targets as soon as they appear on screen, wherever they appear on screen. 
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Navigational Control gives you several different ways to 
scoot around the storeroom. This one gives you a 
perspective from above...and a view to a kill. 


Quickly dispatch this bunch to retain your shield strength. 


While you're rotating 
around, you'll want to 
remember to keep check 
on the ceiling areas. The 
ceiling will undoubtedly 
play host to either Bio- 
Sentries or Bio-Droids 
at some point during this 
section. Remember that 
the storeroom attackers 
can also be the bene- 
ficiary of one or more of 
your grenades. The 
action is intense enough 
to warrant taking this 
extreme measure. When 
a gang of Bio-Sentries 
seizes on your position 
and starts hitting you 
with a combined assault, 
you'll need to get rid of 
the whole green-skinned 
bunch quickly. Grenades 
were made for just 

such occasions. 

While moving 
through the storeroom, 
you might wish to 
investigate some 
alternate paths. At 
least one lends you a 


vastly more advantageous position than you would be given normally. 
This particular path lifts you to a ceiling vista, from which you can 
look down and survey a wide range of easily targeted aliens. 


— At. 
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When one of the Im 
storeroom's girders 
eventually buckles, part : 
of the massive 
fortification smashes | 
through one of the F 
room's walls. In doing E. ou 
so, it makes a hole large i DE 3 T mih 
enough for you to dive a ee w 
through. You don’t UF. e 
waste any time, either. A Lo Á 
cutaway scene features ae 
_ the girder hitting the When a girder collapses, it breaks through a storeroom 
wall and you leaping wall and creates an escape path for you. Don't look 
through the hole that back...it's time to explore another level of the Ballard. 
action creates. Safety is 
just around the corner, literally. 


Two Ways Out (Up and Down) 


The cutaway scene continues, showing you hotfooting it down the hall, 
having seen quite enough of this level of the Ballard. Down at the end of 
the corridor, an elevator offers the prospect of immediate escape and 
transportation to other parts of the ship. The elevator doors are rimmed 
in green neon, and green means go (or at least it did, once upon a time). 
You hustle to the end of the corridor, still trying to shake the alien fire 
being directed at your back. 

As soon as you’re in the elevator, the doors close, repelling any last- 
second attacks. You’ ve made it to safety—at least temporarily. The 
mission hasn’t been completed, but at least you know a little more about 
what you’re dealing with in this strange and hostile environment. 

The hatch on the elevator door spins shut, sealing you in before 
carrying you away from this first level of the funhouse. 


Chapter Five 


SEVEL THEE 


You were never happier to find a waiting elevator. After fighting 
the enemy to a standstill in the SS Ballard’s storeroom, you 
caught a lucky break when a collapsing girder crushed through 
the storeroom walls. The resulting hole served as your escape 
hatch from a battle that seemed endless. That’s when you made 
for the elevator, the same one presently holding and protecting 
you. Now you’re headed to another of the Ballard’s decks. You 
still have three mission prerogatives that must be satisfied before 
leaving this underwater crypt behind. That means you still need 
to locate the Captain’s Quarters, the Science Lab, and the 
Decontamination Chamber. Of course, the Ballard’s nuclear 
reactor is still “hot,” which means you’re working with a limited 
amount of time. The elevator stops moving, its tracking lights 
signifying the floor you’ve arrived at. The elevator doors start 
opening, and through the emerging gap between the doors, you 
see that Bio-Sentries are already waiting for you...and that 
probably means they’ve taken over the entire ship. 


Your Floor, Sir 


The first thing you’ll notice about Level 03 is that no cutaway scene 
introduces it. (Since you’re continuing the mission begun in the previous 
level, another introductory scene isn’t really warranted.) The action 
resumes exactly where the previous level’s game play ended. You’re in 


posce - TIDE 


The Ballard's decks are stacked firmly against 
you...especially this one. 


the elevator, traveling 
between the Ballard s 
decks. While you ascend 
to the uppermost deck, 
you hear creepy groans 
and other unsettling 
noises from outside the 
elevator. As the doors 
start opening, go ahead 
and begin firing just to 
the left of the center of 
the screen. That way, 
when the doors fully 
open to reveal the 
handful of aliens 
awaiting your arrival, you'll be able to greet them with something other 
than a surprised expression. 


Wanted: Hall Monitor 


When game play commences, you've got to come out guns blazing, 
because Bio-Sentries are all over you. You are moving by foot down one 
of the Ballard's many corridors, as you did throughout Level 02. The 
Bio-Sentries and Bio-Droid that greet you as you leave the elevator are 
not particularly difficult to deal with; it just takes a single shot to kill any 
one of them. These aliens might not be particularly tough, but they are 
incredibly quick. Several Bio-Sentries will attempt to surprise you by 
jumping out from behind a dislodged pipe immediately after you exit 
the elevator. 

You're utilizing the same pattern of corridor movement to which you 
were introduced in the previous level. You cautiously step down each 
hall, occasionally revolving 180 degrees to see what loathsome creatures 
might be gaining on you. Every so often, you reach an intersection, 
where two corridors cross each other. At some of these intersections, 
Navigational Control maintains its control over your direction. At other 
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times, however, Rotate 

Mode allows you to 

pivot at will, focusing "| 

on any of the four paths f 

the intersection creates. 
Typically, it's safe to 

expect three or four 

alien adversaries to 

attack you in an 

intersected hall, but 

there's no guarantee 

how many you'll find. 

You might think that Start firing when the doors begin opening so your shots 

you've exhausted a will find the aliens as soon as possible. 

corridor's supply of 

aliens because you nailed several in quick succession and there don't 

appear to be any more enemies coming toward you from down the hall. 

Lulled by this false sense of security, you might click to rotate your 

perspective so you can then concentrate on cleaning out another hall of 

aliens, which you do. Oddly, though, after you've eradicated all other 

aliens shown from this viewpoint, you're shocked to continue hearing 

more of the light clicking that signifies you're taking alien fire. Wheeling 

back around to your initial perspective, you see that—yes, there are 

more Bio-Sentries in the hall you thought you'd emptied. 


Patience Isn't a Virtue 


Of course, what's happening is that these Bio-Sentries are stragglers who 
showed up after you'd switched your viewpoint. The moral of this story: 
make sure you've gotten rid of all the aliens in a corridor. Hang around 
for a moment to see if more enemies are materializing as dots down in 
the corridor's far end. Also, when you do begin pivoting to a new 
viewpoint, send a few shots from your Forearm Blaster down to the end 
of the hallway you're leaving. Even without being specifically aimed at 
an alien, you might luck out and destroy a late-blooming alien. 
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Good timing is definitely a key to mastering this game, and usually 
the problem involves not reacting quickly enough to situations. For 
example, sometimes Bio-Sentries enter the corridor from behind you and 
then overtake your position as they jump out in front of you. These 
enemies are much easier to kill if you'll go ahead and blast them as soon 
as they appear. That way, they can't scoot further down the hall, where 
their movements might prove harder to track. 

By the way, as you explore the Ballard's corridors, you'll regularly 
pass by round green objects. These are hall lights, and shooting one of 
them will not produce any result beyond a nifty sound effect. (On the 
other hand, you could use them for some quick target practice, despite 
their stationary nature.) 


Moonlight Stroll 


As you travel down one of the Ballard's corridors, you see that the end 
of the hall appears to be lighter than the section you've been stepping 
and blasting your way through. You aren't sure why it looks brighter at 
the end of the hall, but you take it as a good omen. Still, you have to 
wonder what's causing the illumination. Could it be the proverbial light 
at the end of the tunnel? Hardly. 

You're headed for an extremely intense section of Level 03, one that 
takes you outside the Ballard before returning you to your exploration of 
the dying vessel's interior. The outdoor area looks slightly spooky, which 
is entirely in keeping with the Ballard’s haunted-house feel. 

This macabre appearance results from the combination of two 
factors. First, the outdoor area contains the mangled debris from the 
Ballard's aft end. Some of this wreckage dangles over your path, and it 
often resembles twisted tree trunks and branches. 

The second factor contributing to the look is the increased amount of 
light that brightens the outdoor section. This path apparently receives 
more illumination than the Ballard s interiors by virtue of its being 
outside. Granted, it's difficult to understand how it could be receiving 
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any light at a depth of 
13,000 feet, but it hardly 
seems worth debating. 
The fact remains that 
from a distance the light 
seemed encouraging. 
Now it’s unsettling, like 
vibrant moonlight can 
be. It shines down on 
the artificial “trees” 
lining your path, casting 
off ominous shadows 


right and left. The odd The natural undersea illumination adds a spooky feel to 
underwater illumination your exploratory excursion outside the Ballard. 
gives this section its 


unnerving ambiance, but its vicious alien inhabitants provide the 
plentiful danger. 


The Not-So-Great Outdoors 


Basically, you’re making a quick exploratory sortie that takes you to the 
end of the outdoor path, where you turn around and check alien attacks 
coming from your left, right, and dead ahead. Eventually—if you live— 
you'll return inside by the same path that led you outside. 

The fighting begins even before you ever set foot outside the Ballard. 
You're headed toward the illuminated end of the corridor when Bio- 
Sentries start flocking around you, dogging your every step. You keep 
zapping them, one after another, and yet more and more of the little 
green blobs keep materializing. These are key moments in the flow of 
this particular engagement, when you need to summon forth as vigorous 
a response to the Bio-Sentries as you possibly can. These precious 
seconds, when you first enter the not-so-great outdoors, likely determine 
whether you can withstand this section's punishment or not. If you can 
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After you spin around at the end of the outdoor path, pull 
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get a handle on the 
situation by destroying 
the Bio-Sentries faster 
than fresh Bio-Sentries 
can appear, you'll 
achieve the kind of 
momentum that will 
keep you among the 
living. If you can't keep 
their numbers regulated, 
however, the tide will 
probably turn, and the 
Bio-Sentries will end up 


your crosshairs down as you begin firing at the Bio- ripping you to shreds. 
Sentries below. You have to keep 


firing, paying special 
attention to the middle of the screen (where most of your attackers are 
found). When you reach the end of the path, Rotate Mode spins you 
around until you're facing your original path from the opposite direction. 
At the moment you do, your gaze is directed to the upper part of the 
screen. You see several Bio-Sentries floating in front of you, smiling 
their malevolent grins. During the first couple of seconds after you see 
them, you'll have difficulty shooting at them because, although your 
vision is directed upward, your crosshairs are actually above the Bio- 
Sentries. Therefore, you'll have to pull your crosshairs down a bit before 
you can target your prey. (To save a little time, you might want to start 
firing as you're pulling the crosshairs downward to the path.) 

You're still in Rotate Mode, and it's imperative that you take full 
advantage of this. After discharging the Bio-Sentries in front of you, you 
turn either to the right or left. This should be done as expeditiously as 
possible because any Bio-Sentries found in those directions will be in 
extremely close proximity to you—so close you could touch them. 

Eventually, you'll find yourself heading back into the Ballard by 
traveling the same path that brought you out here. The return trip is just 
as dangerous, though, with more Bio-Sentries badgering you on your 
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way back in. You keep 
plugging the Bio- 
Sentries as they appear, 
feeling somewhat 
relieved to be leaving 
this outdoor area. 
You’ ve just made it 
back into the ship’s 
dark, dank interiors 
when you’re spun 
around for one last 
attack by a couple of 
Bio-Droids. Once you you're headed back inside the Ballard... 
destroy them, you 

move on. 


Inside the 
Captain’s 
Quarters 


Welcome back to 
corridor patrol: these 
purple and dark gray 
halls are murky, all the 
better to hide the pale 
green Bio-Sentries 
lurking in the shadows. 
The Bio-Sentries love to 
ambush you from their camouflaged position. Expect to see plenty of 
Bio-Sentries popping out from behind walls, too. In fact you never know 
where a Bio-Sentry might turn up. 

After negotiating these infested corridors, you find the entrance to the 
captain’s quarters. You shouldn’t have much trouble destroying the mix 


...when you're spun around for a final look outside. 
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The captain's quarters took heavy damage in the action 
that sunk the Ballard, as you'll see after brushing aside 
these pesky alien guards. 


This wall safe is all that separates you from the captain's 
security card. 


of alien creatures that 
guard the doorway to 
the cabin, although you 
should be prepared to 
fire your Forearm 
Blaster while pivoting 
from one viewpoint 

to another. 

The captain's 
quarters are a shambles, 
a thoroughly destroyed 
mess. You see holes 
blasted into walls and 
the room's furnishings 
scattered about in 
broken disarray. Suffice 
it to say that the captain 
must have gone down 
with his ship. 

The Comp's voice 
alerts you to the wall 
safe behind the captain's 
shattered desk. The 
cutaway scene shows 
you raising your left arm 
and aiming your 
Forearm Blaster at the 
wall behind the desk. 
The weapon erupts in a 
blue fireball that blasts 
open the wall safe in a 


shower of sparks. Then we see our hero reaching inside the safe and 
retrieving the security card that will grant the necessary access to other 
key areas of the ship. One mission prerogative fulfilled, two to go. Now 
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we’re starting to get 
somewhere. 

As soon as you 9 
return to game action, 3 ; 
you have another 
opportunity to catch a 
couple of treacherous IO 
Bio-Droids hiding : X CE JE 
behind a partially ; : j 
collapsed wall. Be ready 
to deflate both of these 
snooping enemies, as 
well as the lone Bio- 
Sentry that tries to 
stick his alien nose in 
your business. 


Back in the 
Corridors 


As you leave the 
captain's quarters and go 
back down the corridor, 
you find out that what 
you suspected is true— 
you've been found out. 
That explains why so 
many Bio-Sentries are The Bio-Droid in the top right sees you from the holes in 
waiting for you as you the wall. Your presence has been found out! 

leave. Shoot and move 

like crazy in here. You have to be prepared to make maximum use of 

your weaponry—because it's very easy to be killed here. The Bio- 

Sentries aren't particularly hard to shoot, but their attack can quickly turn 
overwhelming when they mass together in force. For instance, if ten of 


The security card...you've earned it. 
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these enemies hit you at 
once, at least some of 
them are going to 
connect and put a 
serious hurt on your 
shield strength, no 
matter how fast 

you're shooting. 


A Pipe Dream 
Nightmare 


My, how they swarm. You move very rapidly 
down the hall, to the 
action-packed core of 
this level. Pausing only 
to gun down a couple of 
A à balloon ’Droids, you 

enter the shattered 

remains of the doorway 

S r to the reactor room. 

A Yov’re about to move 
into some very heavy 
alien traffic. It starts so 
early, and you receive so 


much of it that you 
Throw a grenade before entering the reactor room... should consider shooting 


a torpedo through the 
doorway, aiming your crosshairs at the far distance. You can’t see them 
yet, but there definitely are Bio-Sentries that will be emerging in those 
far reaches. The best way to make a clean entrance into this big ’n’ bad 
section is by announcing your presence with authority—a grenade. 

The reactor room section is roughly analogous to what you 
experienced in the Ballard’s storeroom back in Level 02. In that previous 
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engagement, you might 
recall, you were left in a 
gigantic warehouse to 
fight your way out. It 
was a 360-degree 
experience, as riveting 
as combat gets, and you 
quickly learned that the 
trick to staying in 
control of the conflict’s 
momentum was to keep 
revolving around the 


point you're defending. ..because right after entering, you are turned to the left 
That enabled you to to face a new gang of aliens. 
identify new aliens 


before they were able 
to strike. 

Bio-Sentries are 
found in profusion here. 
Upon entering, you will 
be ambushed from 
straight ahead and due 
east of your original 
viewpoint. Spinning 
around, you see that this 
room is infected with 
aliens. There are Bio- 


Sentries everywhere. 
You might have What does this structure hold, and can you use what it 
has to offer? 


difficulty seeing some of 
the distant aliens, so 
remember to shoot first and identify later. If there's a chance you see 
something move in the periphery, go ahead and unload on it. 
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At one point you see a glowing purple structure in the middle of the 
reactor room, and you wonder if you’ve found the reactor itself. 
Unfortunately, you don’t get much chance to give it further inspection, 
thanks to all the Bio-Sentries whirling around your head and coming up 
from behind you. 

The key to handling the alien overflow here is the same as it was 
on the last level. Establish control early, firing as rapidly as you can. 
Try to concentrate on taking the targets one at a time, focusing on 
only one section of the screen at a time. Also, if you have any of your 
three grenades left, this would be the place and time to clear out 
your stockpile. 


And Then There Was One 


Suddenly, in another truly freakish occurrence, a chance explosion carves 
a hole in the wall of the reactor room. You bolt through the hole, turning 
around briefly to fend off a final attack from a collection of Bio-Sentries. 
Then you’re down the hall and headed for the protective custody of the 
elevator that brought you here. 

Now there is a gap in the cacophony of explosions you are 
accustomed to hearing. 
It takes you a moment to 
recognize it as silence, 
so long has it been since 
you heard any. The only 
occasional interruptions 
to this silence come 
from the soft “ping” of 
the elevator and the 
breathing sound you 
hear inside your helmet. 
As a matter of fact, the 
last time you heard any 


There will be no rest for the weary, at least not aboard of this silence was when 
the Ballard. this very same elevator 
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brought you to the deck 
you've just finished 
exploring. Time for an 
inventory check. 

You glance down at 
the captain's security 
card you liberated from 
the wall safe, and you 
wonder what secrets it 
might unlock when you 
arrive at the next of the and E 
Ballard’s decks. There’s bE jy 
still much to be done— 


The aliens come at your from every nook and cranny. To 
but progress was made keep your shields at their strongest, hit them the moment 
here. Now there’s but they appear. 


one other deck that 

seems likely to contain the mineral sample and computer data you need 
one other deck that can hold unexpected dangers yet encountered aboard 
this ghost ship—including an out-of-control nuclear reactor one other 
deck that seems to have a million ways to kill you. 


Chapter Six 


SEVEL TOUR 


They say that the third time’s the charm, and you better hope 
they’re right. Let’s face it, Lieutenant, you’ve been all over this 
ghost ship, and you still haven't completed two of your three 
mission objectives. Here you are again, riding an elevator, 
possibly to your death, and you're not even sure if you're 
heading to the right deck. By the way, just in case it's slipped 
your mind—you should remember that you're still sitting atop a 
roman candle set to glow for 100 miles in any direction. The 
Ballard's straining reactor isn't getting any cooler, you know, 
and if its meltdown sparks a nuclear explosion, that's the ball 
game. Additionally, this next deck you visit also contains an 
ICBM missile warehouse, which presents its own special set of 
dangers. You have been able to lay your gloved hands on the 
captain's security card, and now you need to find the location of 
the computer data and mineral sample.With any luck, you'll be 
able to catch an elevator off this deck and find an exit out of the 
Ballard as well. You'll have to exercise caution, though, because 
the entire deck is stacked and engineered to blow up right in 
your masked face. 


Freelance Ghostbusting 


Level 04 begins as the preceding level began: with you preparing to exit 
an elevator onto a previously unexplored deck of the ticking time bomb 
known as the Ballard. As you did on the last deck, you start shooting at 
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the middle of the screen 
as the doors open. Some 
three or four aliens (Bio- 
Sentries and Bio-Droids) 
are expecting you, but 
they aren't expecting 
you to be serving hot 
laser fire as the elevator 
doors open. 

After you eliminate 
this first batch of Level 
04 aliens, you start 


: gliding down the 
What surprises await you at the end of this corridor? corridor. The end of this 
There's only one way to find out. 
hallway looks pretty 


ragged—the back wall 
is half-destroyed with 
exposed beams that 
probably collapsed when 
the Ballard bumpily 
came to rest on its 
mountain perch. 

Then you see it, a 
lone Bio-Sentry peeking 
out from behind the 
beam. You nail the Bio- 
Sentry almost as soon as 
you spot it. (You're 


When you reach the end of the first hallway, it's safe slightly rested now, even 
to expect repeated ambush attempts from aliens like if it was only an 
this one. elevator ride.) 

It's a good thing 


your shooting is lightning-quick because Navigational Control gives you 
an abrupt spin to the right that puts you nearly nose-to-nose with two 
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Bio-Sentries that are 
hidden behind a 
partially exposed wall. 
Get used to the herky- 
jerky motion that 
Navigational Control 
uses to switch you back 
and forth between 
various viewpoints; 
that’s the main activity 
in this little corner of 
aquatic mayhem. One 
moment you’ re looking 
across the room at the 
doorway by which you 
entered. (Each time 
you’re assigned this 
view, a stray alien or 
two casually wanders 
into your crosshairs.) 
Then you're rotated to 
another vista, this one 
immediately next to a 
wall that's clearly more 
hole than wall. This 
viewpoint is quite 
dangerous, essentially 
because the Bio-Sentries 
that migrate in through 
the hole in the wall are 
so close to you. You're 
receiving maximum 
impact from their attack. 


S 
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While you're slugging it out at the end of the hall, your 
perspective constantly changes back and forth between 
this view to the left (which isn't particularly dangerous)... 


..and the quick cut back to the right, in which you see the 
Bio-Sentries breathing down your neck. 
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So your perspectives are switched back and forth, with an occasional 
glance at the room's floor. It, too, has seen better days, and it 
currently features a sizable hole through which the deck below is now 
plainly visible. 

The viewpoint changes are managed through Rotate Mode, by which 
you can quicken the back-and-forth toggling. By pressing Joystick 
Button 2 (or clicking your right mouse button) and aiming your 
crosshairs to the right or left (depending upon which viewpoint you wish 
to prompt), you can save valuable seconds. This is especially important 
when you're rotating to the right-most perspective. 


Shuffling Decks 


Fun's fun—but you've got mission objectives to complete. That means 
it's time to get out of this corner room. But how? 

The doorway you used to enter the room is crowded with Bio- 
Sentries and the occasional Bio-Droid. Meanwhile, Bio-Sentries keep 
flooding in through the 
cracked, exposed wall to 
your right. 

That leaves one 
other option: a daring 
drop through the hole in 
the floor. A cutaway 
scene shows your slow 
freefall from one deck to 
another. You land, taking 
a moment to regain 
your bearings. 

You're now charged 


When the action gets too frenetic in the chamber at the with cleaning up this 
end of the first hallway, you make a quick exit by corridor you just landed 
disappearing through a hole in the floor. in. You're performing 
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the same kind of 
exterminations you did 
on the deck now above 
you. You scan the red 
walls and green lights 
of the corridor for Bio- 
Sentries and Bio- 
Droids. Along the way 
you pass through an 
intersection, where you 
turn right and left. Each 
time you check a new 
corridor, you find an 
alien or two waiting to 
spar with you. 

Almost as jarring as 
the attacks from your 
adversaries are the back- 
and-forth direction 
changes that your 
Navigational Control 
uses to enable you to 
protect yourself while 
being left open and 
vulnerable to attack. 

You continue 
through these corridors 
until you round a corner 
and see a guarded 
doorway. Usually you'll 
find a couple of Bio- 
Sentries and a single 


Ironically, as soon as you get your footing on this new 
floor, the first thing you see is...another hole in the floor. 


Bio-Sentries will target you before you even enter the 
ICBM warehouse. Return the favor by taking aim at them 
through the exposed area under the stairs. 


Bio-Droid. They stand watch over the doorway leading to the action- 
steeped finale. Get ready for your trial by fire. 
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The Fireworks 
Store 


You have just entered 

the ICBM warehouse— 

=J] easily the most 

æ] challenging room of the 

L a MET. =i deck (and therefore, the 

rb k^, CUN d level). Before you 
actually step into the 
room, though, you 
notice that alien 

The ICBM warehouse is booby-trapped: If you let your watchdogs (in the form 


shots venture too close to armed missiles like this one, of Bio-Sentries) have 
the whole place will erupt in a flash. already spotted you and 


= are targeting fire at you. 
E ^| Since they've decided to 
throw down the gauntlet, 
go ahead and pick it up. 
As soon as you are able, 
aim your crosshairs 
through the open spaces 
Él dis in the stairs you see 
before and above you. 
Keep an eye peeled for a 
couple of Bio-Sentries 
that float overhead while 
peppering you with fire. 
Hit an ICBM... This is an ideal way to 
take out a couple of 
aliens quickly. That's a couple of Bio-Sentries who won't be around 
to exhaust your shields later. 
Just like the other two levels you've played inside the Ballard, this 
level starts with you patrolling the corridors of the deck before entering 


M" J 


the big shootout that 
concludes each level. 
Like those other major 
battles you faced in 
Levels 02 and 03, 
you're being attacked 
from all directions 
during parts of the 
battle you wage in the 
ICBM warehouse. 
There's another 
compelling reason why 
this is the grand exam 
you must pass before 
being allowed to 
complete your mission. 
This is a storage site for 
missiles, each of which 
is armed for nuclear- 
scale explosive 
capability. Because 
these missiles are such 
sensitive weapons, you 
have to be exceedingly 
careful when you're 
firing at targets near 
them. If so much as one 
single Forearm Blaster It takes a lot of blasting to wear out this alien fighter. Are 
shot accidentally nicks you up to the task? 
an ICBM, the whole 
ship goes white, and your molecules will be completely rearranged 
through vaporization. Unless that terrifying prospect appeals to you, pay 
extra attention to the way you sight targets in this facility. 


..and you're toast. 


Microsoft 


EADLY 
p - TIDE 


ero, The aliens will try to 
ma UC UC. trick you into making a 
aT E fatal laser shot. Bio- 
o Sentries hover near the 
ICBMs, almost daring 
you to send laser fire in 
their direction. These 
mischievous life forms 
seem to instinctively 
understand the immense 
danger they’ re putting 
you in by “playing 
chicken” with you in 
this way. What they 
don’t seem to grasp is 
that their reckless 
behavior threatens their 
own survival as much 
as yours. 

It’s a busy room, 
and it has several 
potentially over- 
whelming moments. 

3 > Although it carries a 
SNI fair-sized element of 
risk with it, you can use 
grenades in the ICBM 
warehouse, but you 
The supports towering above are cracking as the ICBM must be extremely 


warehouse starts falling apart. If you want to get out of careful not to explode 
here before things get worse, try the door. 


Target a grenade right on the fighter’s nose: you'll be 
pleased with the results. 


Tal 
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one near a missile. 


David and 
Goliath: The 
Rematch 


You’ ve been getting a 
guided tour of the 
ICBM warehouse, 
stopping in certain spots 
to do battle with 
attackers. Then you see 
an alien fighter looming 
overhead that’s hawking 
down on your position 
from above. This is the 


Target bracketing highlights the door. You must take it out. 


first one you’ve encountered inside the Ballard. If you were in your 
Hydra, getting rid of this creep would be as simple as pressing a button. 
In Level 04, however, you’re on foot, and your protection is limited to 
your Aquatic Combat Suit and your weaponry. As good as it all is, 


unfortunately, it’s no 
match for an entire alien 
craft. Or is it? 

It turns out that you 
are able to slay this 
hulking giant, but it’s 
going to require some 
persistence. First you 
might disable its right 
turret and then relocate 
your crosshairs to 
another part of the alien 
fighter's body. You'll 
have to hunt around to 
find another targeting 


cm 
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If you fail to blast through the doorway, here's where 
you'll end up...or down. 
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In the Science Bay, you fulfill your second mission 
prerogative—downloading the Ballard's extensive 


research data. 


position that will change 
the colors of your 
crosshairs, indicating the 
successful shot you 

have aligned. 

At one point during 
your tangling with the 
alien fighter, you hear an 
ominous rumbling to 
your left. You whip your 
helmeted head around, 
but you don't see 
anything. Then you look 
up...you watch in 
spellbound alarm as a 
massive set of girders 


snaps, sparks flying off in all directions. How this affects your chances of 
getting out of the ICBM warehouse is unclear at this point. But first 


The Decontamination Chamber is guarded by an 
assemblage of aliens. If you want the room’s prize, you've 
got to fight for it. 


things first, you still 
have to contend with the 
alien fighter back to 
your right. You turn 
back to try to finish the 
task immediately at 
hand. Be patient—it 
takes a lot of Forearm 
Blaster to land the 
knockout punch 
that puts this alien 
warship away, and a 
single grenade won't do 
the trick, either. 

When you've 
inflicted the requisite 


CHAPTER SIX: A NUCLEAR PRESSURE COOKE 


OE pe 


amount of damage 
necessary to destroy the 
alien fighter, a 
magnificent cutaway 
sequence depicts the 
alien receiving the straw 
that breaks its back—a 
kill shot that causes the 
entire craft to detonate 
in a creepy green blast. 

It's difficult for you 
to take your eyes off the 
flaming wreck that once 
was an alien fighter, but 
you know you're 


You've found what you came for. Now the only remaining 
part of your mission is getting out alive. 


running out of time. Not only are you fighting the clock on completing 
your mission and evacuating the Ballard, but also your immediate 
concern is getting out of the ICBM warehouse before you're crushed 
under the titanic weight of the room's girders, which seem ready to 


collapse at any moment. 
From a great 
distance you see a small 
doorway, and you know 
that the door is your 
escape hatch out of the 
warehouse. The door is 
tightly secured, but it 
just so happens you hold 
the key—one of your 
grenades. (If you're out 
of grenades, you can 
demolish the door with 
your Forearm Blaster, 
although it will take a 


The Ballard's sel/f-destructing right before your eyes, as 
this exploding tower proves. 


handful of blasts to 
destroy it.) 
You have only a 
E Jj limited window of time 
ee | in which you can blast 
the door. If you wait too 
long to take this door 
permanently off its 
hinges, a cutaway 
sequence will show you 
— AU ue. a UIT what happens to 
Luar dee up. UU "cg hydrofighter pilots 
Meltdown's officially in full swing when you catch the who hang around 
elevator back to the Ballard's top deck. crumbling structures. 


Other Stops Along the Way 


Assuming you were able to survive your exit from the deadly ICBM 
warehouse, you're now moving through corridors, blasting Bio-Sentries 
as you search for the Ballard’s Science Lab and Decontamination 
Chamber. First, you find the Science Lab. A cutaway scene shows you 
operating the computer, downloading the information the Ballard had 
amassed during its tenure as a research vessel. 

When the data has been copied, you grab the disc and head out the 
door, thinking only of where to locate the Decontamination Chamber. 
Onward you slog, defending yourself from attack as you hurry down 
more corridors. The Bio-Sentries and Bio-Droids never give you more 
than a moment’s peace, but you hold them at bay. Meanwhile you're 
hoping against hope that you can find the Decontamination 
Lab, which you eventually do. 

The Decontamination Lab is covered with a weird red haze that 
immediately suggests that radioactivity is present within this room—and 
at high doses. You'll also see plenty of Bio-Droids in this section, and 
you have to pop a few of these balloons before a new cutaway 
is triggered. 
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This scene details the moment when you reach the storage device 
that’s being used to safely house the precious mineral sample. Part of the 
device rises up out of the console, and it’s holding the extraordinary 
mineral you’ve been looking for, a mineral so new that it hasn’t even 
been named. You gaze awestruck at the mysterious mineral, turning it 
gently to see it glow in the light. 

Then a tremendous blast shakes you from your reverie. You start 
hightailing it out of the Decontamination Lab while the rumblings grow 
louder and the constant quaking becomes more violent. You are left with 
the distinct impression that this ship is in the process of disintegrating, 
and you don’t want to be here to see it happen. 

Next you try to buy yourself some added escape time by stopping by 
the reactor command center and trying to head off the meltdown. You 
start keying in emergency reactor control sequences, hoping to diffuse 
the problem by simply pressing a button and turning it off. 
Unfortunately, this won’t work since the meltdown has been brewing for 
a long while. The commander’s voice comes through your helmet 
speakers, telling you not to waste anymore time trying to initiate reactor 
shutdown mode. The reactor is too far out of control to be reined back in 
now. All you can attempt to do is loosen the reactor’s venting system. 
Perhaps this will help drain off some of the fury that’s steeping inside the 
reactor core. You grab the huge wheel that serves as the control for a 
pressure release valve. You muscle the bulky iron wheel, as steam 
escapes in dense clouds around the valve. Finally, both you and EOA 
Command know that it’s time you abandoned ship. You step onto an 
elevator platform, and it rises smoothly from the area surrounding the 
shaking reactor. 


Rising from the Occasion 


The Ballard is on its way out, and now so are you. You emerge from the 
Ballard’s haunted interiors, feeling relieved to see your Hydra—your 
ticket away from here. You’re also feeling good because you were able 


to satisfy the mission requirements, and now you experience the distinct 
sensation that you just might make it out of the Ballard alive. 

Your eyes scan the far reaches spread in front of you, ready for that 
smooth exit away from the Ballard’s mountainous location. Then, out in 
the edges of your vision, you think you see something approaching. 
You’re not sure what it is, except you know that there are now two of 
them. Then more...many more. 


Chapter Seven 


The fuse has been lit. Down among the undersea mountains and 
valleys, the SS Ballard is down for the count, teetering on the 
edge of a cliff, nursing a volatile reactor that’s primed to blow at 
any minute. There’s sweat on your brow as you realize the 
gravity of the situation: if the Ballard’s reactor boils over, it will 
trigger a thermonuclear blast of ungodly proportions. Should 
that happen, there will be no escape from the explosion, no 
matter how quick your Hydra is. Every place will be Ground 
Zero, and you will be vaporized. Not to give you an unfounded 
sense of hope, Lieutenant, but there is one plan that could 
possibly save you. If something can be done to give the Ballard a 
gentle shove off its ledge, the vessel might sink deeply enough to 
(at least) partially shield you from the blast’s rapacious effects. 
Since nobody else is volunteering for this decidedly deadly 
mission, it looks as if it’s up to you once more to ride to the 
rescue. Unless you can send the ailing research vessel plunging 
to its final resting place before the reactor explodes, the aliens 
will be the least of your problems. So what’s going to melt down 
first, the Ballard’s reactor...or the Hydra? 


Sentry Duty 


As Level 05 begins, you’ ve arrived at the top deck of the Ballard and 
have climbed into your waiting Hydra. You, your Hydra, and the 
Ballard are all perched atop one of the many undersea mountains in this 
sector. Standard alien craft have locked on to your position and are 
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coming in low and fast, 
strafing you with 
unrelenting fire. As 
you've learned on other 
missions, when you're 
surrounded by 
swarming aliens, it's 
best to vary your 
ix shooting position so you 
EIUS. e can snag as many alien 
targets as you can. This 
is definitely an occasion 
when you're lucky to be 
in Rotate Mode. You 
won't hit everything by 
staying in motion as you 
fire, but you will minimize damage to your shields by constantly 
checking the alien attack from various angles. Continuing to rotate to 
new positions and firing from them helps quite a bit, since aliens can 
wreak a lot of havoc from unseen areas behind you. You're also helped 
by your launch site's position on solid ground. Since there's no way 
aliens can surprise you from below, it should be slightly easier to defend 
your position. 


No aliens can attack your launch site from below, but 
there sure are a lot of them coming at you from above. 


One Destination, Several Paths 


While awaiting takeoff during this early phase of Level 05, you can 
exercise latitude about where you shoot, and this will have a direct 
bearing on your initial flight plan. When your Hydra eventually lifts off 
and begins Flight Mode, you’ll travel back around to the other end of the 
Ballard. How you choose to get there is largely up to you. 

If you keep your preliminary shooting to the area left of the shattered - 
hull of the Ballard, when it's time to move forward, your Hydra will 
track alien fighters from above and then perform a daring vertical loop 
that takes you upside down before revealing the fore end of the Ballard. 
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On the other hand, 
if you remain focused 
on the area to the right 
of the hull, the game 
will let you move to the 
right side. You'll track 
alien fighters against a 
mountainous backdrop 
before turning to the 
left and flying back 
near the Ballard. (If this 
is the path you choose, 
you can view the 
Ballard from the 
“inside” out by aiming 
your crosshairs at the 
free space between the 
Ballard and the ledge 
cradling it.) 

Experimenting with 
these paths adds 
nothing to your chances 
of saving the world, but 
it can add visual spice 
to the game. It can also 
make your efforts to 
survive considerably 
more challenging, since 
the majority of alien 
targets at which you 
shoot early in the level 
come toward the area to 
the left of the 


If you approach the Ballard from the right, aim your 
crosshairs at the gap between the vessel's bottom and 
the mountain ledge holding it. You'll select an alternate 
path that takes you through the Ballard. 


They'll be coming ‘round the mountains, and when they 
do, you'll follow in hot pursuit. 
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fortification. Apparently, that's where the game wants you to devote most 
of this initial shooting because at the very beginning of this level's game 
action, it starts you at this vantage point. Also, later in this early stage, 
the game will pull you back to this vantage point before launching 
another alien offensive. 


A Floating Shooting Gallery 


After getting one of several possible closeup views of the Ballard, you're 
presented with another sight, and you're not quite sure what to make of 
it. It’s big and menacing, with green speckled skin and numerous gun 
turrets. It's an alien 
Transport, and despite 
its looming, ominous 
presence, you smile to 
yourself as you realize 
its resemblance to a 
friendly parade float. 
Then the alien craft 
opens fire, struggling to 
open your ship like a 
tin can, methodically 
trying to kill you. So 
much for the parade. 


If you hit all the targets on this Alien Transport, what do You head straight at the 
you win? Survival. bio-mechanical 


behemoth, getting an 

up-close-and-personal perspective on the alien warship. As you 
approach, aim your lasers at the gun turrets positioned at various points 
on the alien craft's top side. This type of alien ship has at least seven or 
eight targets that need shutting down. 

Take considered aim at each turret, shooting first at those targets that 
will be the earliest to disappear from view as you overtake and pass the 
alien ship. Closer and closer you get—waging a war of attrition, 
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weakening the alien 
craft with each target 
you destroy. You’re 
nearly right on top of 
the alien ship 
when...WHOOSH! 
You're now flying 
directly underneath the 
alien craft, and you’re 
so close you could 
scratch its belly. You 
zoom along, and less 
than two seconds pass 
before you see a rolling 
explosion at the 
underbelly of this 
mammoth alien ship. 
That’s one down. 

After that close 
encounter, Flight Mode 
changes course to the 
right and takes you to 
wide open patches of 
ocean. You'll find 
yourself soaring above 
organized formations of 
standard alien craft. 
These are some of the 
easiest aliens to pick 
off. For starters, they fly 


You're glad you've got a front-row seat for this explosion. 


Level 05 provides you with several opportunities for 
bearing down on alien craft flying in formation. 


beneath you and won't fire very often, which means you won't get hurt 
going after them. Also, they normally don't vary their flight pattern, 
making it painfully simple to shoot them. They tend to be so easy to 
eliminate that their brief presence shouldn't distract you from the 
graceful rollouts you perform against the stunning mountain backdrops. 
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Hitting the Sweet Spot 


After performing a few choice rollouts and punishing more alien craft 
from on high, you see that you’re again approaching the Ballard—this 
time coming up from slightly beneath the ship and pulling up before 
getting too close to the mountain that’s supporting it (at least for now). 
During your approach, 
sc" | you can see that when 
eee | your crosshairs center 
. i e] ona particular part of 
a TS ae 2994 the rough-hewn 
A t» mountain face (near the 
E SUPE very top of the face, 
t right underneath the 
Ballard) your crosshairs 
will turn red. Instinct 
tells you the game is 
letting you know 
something. (If you're 
Throw everything you've got at this section of the playing Deadly Tide 
mountain face, and you might be rewarded. using Difficulty Level I, 
you won't need to rely 
on your instincts. The game will automatically bracket this mysterious 
area with a set of target boxes.) You interpret that message accordingly 
and start shelling the area, firing at any spot under the ledge when your 
crosshairs turn red. Each of these shots causes an explosion, confirming 
your earlier instincts that it was meant to be fired upon. 

It turns out that the area beneath the ledge is a “sweet spot." You've 
probably already figured out that you must target it in order to blast away 
the ledge supporting the Ballard. What you might not know is that if you 
go ahead and rain fire all over this area during your first pass at the 
mountain, you can satisfy the mission requirements and cause the level 
to wrap up early. It's not as though you'll save hours of game play (after 
all, why would you want to miss anything?), but this trick might help ` 
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you if your shields are 
weak and you fear that 
further combat 
exchanges could 
overpower you before 
you reach the level’s 
conclusion. There are 
more alien warships 
you'll be forced to face 
if you don’t go ahead 
and bring an early end 
to the level by 
obliterating the ledge. 


An Accident 
Waiting 
to Happen 


Once enough damage 
has been sustained by 
this area, the game cuts 
to an incredibly vivid 
sequence showing the 
ledge becoming 
loosened from the rest 
of the rock. The ledge, 
a huge chunk of 
mountain, tumbles off 
the cliff, slowly 
heading toward the 


You know the clock in the upper left-hand corner is 
counting down to something... 


.. you just don't know how big it is. 


ocean depths. The Ballard, meanwhile, finds its support rapidly eroding. 
Inside the vessel, small bursts of blazing light burn so brightly that they 
illuminate the ship from the inside. 
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As the sequence 
continues, you watch as 
you make your final 
flight over the Ballard. 
First you swoop down 
and head at it from 
behind as if you were 
trying to push it off the 
mountain. Then you 
zoom over the Ballard's 
top, and as you do, your 
eye catches a new gauge 
in the top left corner of 
the screen where your 
Rotate/Flight Indicator 
usually appears. It's a small digital clock, and it's counting down. You 
are within meters of an exposed reactor exhaust area of the Ballard when 
the clock strikes zero. A churning blast of amazing force occurs right in 
front of you; had you flown over the Ballard more than a second earlier, 
the blast would have taken you with it. 

The Ballard is down to its last inch of fuse. A cutaway scene shows 
the crippled vessel starting its unstoppable descent. It's headed down— 
straight down—and it's going to take out anything careless enough to 
get in its way. As it so happens, there is something in its path—a 
transport full of aliens. The Ballard continues teetering downward, 
crushing the transport beneath its considerable girth. You get to see some 
beautiful fireworks as the Ballard strikes its final blow for Earth's 
liberation. Revenge is sweet, even if it is costly. 


The SS Ballard (R.1.P.) 


You're the only one to get out of there...and you make only it by 
seconds. Then there's "fire in the hole," and everything around you turns 
to light and heat. The Ballard sinks far enough down to shield you from 


The Ballard takes a slow-motion ride to oblivion and is 
about to pick up its last passenger. 
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the ocean-shaking 
detonation that 
completely vaporizes the 
research ship and the 
Alien Transport. Your 
Hydra climbs up and 
away from the blast, 
riding the shock wave to 
safety. As you collect 
your senses in the 
aftermath, you think 
about the colossal 
waste—that a vessel like 
the Ballard had to be 
lost. That makes you 
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The Ballard goes out with a bang, while you barely 
escape with your life. 


angry. Then you think about the Ballard's last military action, taking an 
alien division or two with it on its final descent. And that makes you 
smile as you leave this level behind and head for new waters. 


Chapter Eight 


Infiltration, risk, sabotage...Level 06 has it all. Command has 
enlisted experts to thoroughly study the strange mineral sample 
you collected onboard the Ballard, and their findings aren't 
optimistic. These scientists have concluded that alien forces are 
using the mineral to produce water for flooding the Earth. 
Bottom line: it’s essential that this aquatic alchemy cease—the 
alien mining facility must be demolished at once. Before that can 
be accomplished, however, you’ve got to negotiate your way into 
the alien shield-generator plant and disable the fearsome 
defensive system guarding the mining complex. That's easier said 
than done, of course. The shield-generator plant is highly 
fortified, surrounded by looming towers that are secured by 
sentry robots manning super-powerful gun turrets. If you can 
take out the turrets while fending off the usual alien craft, you'll 
wind your way into the center of the complex. Then you can 
infiltrate the plant and carry out the rest of this mission. For 
now, though, you shouldn't get ahead of yourself. After all, odds 
dictate that you'll never set foot inside an alien facility this well 
protected. At least that's what the odds say. 


Tough Customers 


When you swoop down into the shield-generation complex, you're 
struck by the spooky look of the place—part Fort Knox, part Dracula's 
Castle. The shield-generator plant dominates the center of the complex, 
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Danger pervades the shield-generation plant, the aliens' 
key to defending their water-producing facilities. 


Luckily for you, Deadly Tide places target boxes around 
the gun turrets on the towers. Unluckily, the turrets are 
still terribly tricky to hit with your lasers. 


surrounded by a ring of 
ominous towers. These 
vary in height and are 
clustered in groups of 
three. Each tower, 
topped with an eerily 
glowing lantern, sports 
a workhorse of a gun 
turret. These master- 
blaster weapons are 
controlled by robotic 
sentries programmed to 
detect and eliminate 
uninvited visitors. 

You start feeling 
unwelcome as soon as 
the action starts. Back 
in the distance sit the 
first two sets of towers. 
The sentries don't 
threaten to attack you; 
they go ahead and do it. 
From the moment the 
level begins, you're 
taking combined fire 
from six turrets, not to 
mention the usual 
assemblage of aliens. 
The mighty guns fire 
rapidly and pack an 
almost overwhelming 
punch, and you must 


disable them as soon as possible. If you plan to destroy the gun turrets 
with standard laser fire, you're going to have to do some remarkable 
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shooting. The turrets 
are a fair distance away, 
and the only thing 
helping you hit them 
are the yellow target 
boxes the game 
automatically places 
around the turrets. 

So maybe it’s time 
to reconsider your 
choice of weapons— 
lasers or torpedoes. 
Your decision should 
depend a lot on which 
difficulty level you’re 
using. You might be 
able to shoot out these 
turrets in Difficulty I or 
II, but if you’re starting 
Level 06 in Difficulty 
III, you'll soon learn 
that you don't really 
have a choice. You 
need a weapon with 
multiple attack 
capability, something 
that can blitz several 
turrets at once. It's got 
to be the Aquatic 
Concussion Torpedo 
(ACT). Don't worry 
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These turrets can mean trouble, even to an ACT. If you 
don't aim carefully... 


.. you'll leave remaining targets that necessitate more 
laser-firing. 


about stockpiling torpedoes in this instance; you need to muster up a 
quick and compelling response to the aliens' barrage. This is also a 
situation in which your aim should be super sharp, even if you're 
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uncorking an ACT. If you don’t set your crosshairs at the exact middle of 
the towers, you might not hit all the turrets. If that happens, you’ re not 
going to want to invest another ACT to finish the job. So once again 
you're trying to use lasers to hit a distant target, and you'll doubtlessly 
expend at least a few laser blasts to shut out each tower's remaining 
turrets. Keep in mind that the targets you missed with your ACT haven't 
stopped firing at you since you first missed them. You're taking hits right 
and left, with precious shields shattering under the weight of the 
collective attack from the robotic sentries and flying alien craft. 

Up until this point, Navigational Control has been propelling you 
steadily forward as you deal with the crunching artillery attack of the 
first two sets of towers. But, as you close in on the front tower, Flight 
Mode tilts your Hydra to the left and begins the type of circular path 
you'll find yourself in during most of Level 06. Firing while you follow 
this circular path is tricky because you've got to be shooting at towers 
for most of the level. You'll experience moments of frustration when 
you'll wish you could stop moving—or at least slow down—to give 
yourself more time to concentrate on each turret. But that's the level's 
challenge: it's a hit-and-run sabotage mission, so you've got to move 
stealthily (with no time to stop and shoot while in Rotate Mode). The 
other part of that challenge is maintaining an exacting standard of 
marksmanship against a rash of enemies, some stationary, many 
others moving. 


Regroup, Recoup 


The action in Level 06 gets insanely intense. As a way of helping you 
stabilize and tend your frayed shields and nerves, the game lets you 
catch your breath at several points within the level, in scenes that follow 
exceptionally heavy warfare. You get a couple of brief sequences where 
alien craft will appear, each time scooting out in front of you and leaving 
themselves utterly exposed for an easy shot. Better still, they're neither 
facing nor firing at you. The alien ships come out one at a time and are 
such easy targets that each requires only one shot. You'll come to 
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consider these scenes a 
much-needed refuge in 
the thick of harried 
combat, giving you a 
chance to regroup and 
recoup while your 
shields heal and your 
laser cools for the next 
hostile engagement. 

One such sequence 
in Level 06 takes place 
after you buzz by the 
first three towers. You 
slip through a 


Ignore the turret target box you glimpse while chasing 
these alien craft beneath the generator plant. You'll have a 
“crawlspace” at the clean shot at the tower within seconds, anyway. 

base of the generator 


and into the dark space underneath. You’re in there only a second or two 
before the first alien craft enter the screen into your line of fire. Your 
laser, hardly stressed by the single shots you’re currently making, has 
returned to full vigor, while your shields have revived, announcing their 
full recovery (all bars blue) with a light, ringing sound. (You may travel 
underneath the generator or around its edge, depending on whether 

you point your crosshairs to the left or right just before you enter the 
first curve.) 

After a handful of easy alien targets wander into your sights, you 
zoom out of the darkness to see that you’re headed straight for another 
tower. (Again, your path may be slightly different, based on where you 
aimed your crosshairs earlier.) You climb upward, and as you do, you'll 
want to blast as many of each spire’s turrets as you can. It isn’t the 
easiest shooting you'll do, especially considering you're moving upward 
while rushing at the tower. 

You pass the tower, entering a bare field of open sky. This opens 
another scene in which you're spoon-fed five or six alien warships. It's a 
light snack for a super warrior like you, but, again, the real benefit of 
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The shooting is easy, your shields are repairing 
themselves, and your lasers are cooling nicely. If you 
didn't have to exterminate the occasional alien craft, this 
could be a health resort! 
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Very pretty...but extremely dangerous. You get your first 
up-close look at the shield-generator. 


these sequences is that 
they give you the 
chance to return to peak 
battle condition. 


The Lotus 
Unfolded 


After routinely picking 
off these alien ships, 
you find yourself 
buzzing by the shield- 
generator plant. It sits 
like an exotic lotus with 
its petals opened and 
spread back. Mysterious 
blue light streams up 
and out of the lotus’ 
center. Currently, you're 
preoccupied sighting 
alien targets, so you see 
only the generator plant 
for a few seconds. But 
hopefully you'll get a 
much better look at it 
during Level 07, located 
inside the facility. 
Unfortunately, that 
pleasure must wait. 
You're still moving 
(remember—in this 
level, you’re always in 
Flight Mode) and still 


besieged by alien craft. After passing the generator plant, you’ re 
presented with another scene in which alien ships enter the screen one by 
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one. These alien ships are flying in a curved path (as you are) and also 
changing their altitude by swooping down below you. This type of 
“shooting gallery” scene is slightly more difficult than others you'll 
encounter and requires more sophisticated tracking techniques than if the 
alien ships were traveling in a straight path and maintaining a constant 
vertical position. 


Steeple Chase 


The Hydra twists and turns, and suddenly you find yourself on another 
path around the generator plant. As before, you're down at the base of 
the facility, winding your way around the plant's circular perimeter. 
Through the exposed 
areas of the 
“crawlspace” running 
alongside your path, 
you can see the 
target-boxed turrets 

of approaching towers. 
You can try to blast 'em 
from a distance, 
shooting through the ü 
“crawlspace,” but your » 
chances of hitting any 

of the turrets from this 


awkward vantage Instead of trying to make a nearly impossible shot at the 
point are slim. These turrets, go ahead and remove the alien ships you're 
towers are still nearly guaranteed to hit. 


relatively far away, and 

you glimpse the target boxes only for a split second. There's another 
factor to consider—you're still attracting standard alien craft that must 
be fired upon. Besides, you're about to have a clear shot at the 
approaching towers. 


Navigational Control 
increases your altitude 
and slightly widens 
your circular flight path 
so you’re no longer 
right next to the 
generator plant’s base. 
Now you’re back in the 
familiar loop you flew 
earlier. As before, you 
pass towers while 
directing fire downward 
at their turrets. From 
this viewpoint, it feels 


When flying by a set of these menacing towers, you'll see 
that the shortest tower is the first to leave your field of 
vision. Take that as your cue always to shoot at the as though you're 
shortest tower first. swooping over the high- 


rising spires of church 
steeples. It's a dramatic perspective, but realizing there's nothing holy 
about these towers, you set about destroying their usefulness by ruining 
each and every turret you see. There's one trick to keep in mind when 
you're running this "steeple chase." Always shoot the lowest tower first 
because it's the first to disappear from the screen as you fly by. Flight 
Mode is still pushing you along (so you need to shoot quickly), but you 
should still have sufficient time to take out the second and third tower as 
you proceed. You should attempt to knock out all the turrets you can, in 
as short a time as possible. 


The Big Tease 


You've been working like a dog, feverishly mangling every turret on 
every tower, while continually brushing the standard alien craft away as 
if they were little more than pesky insects. Finally, it seems that all your 
hard work has been worth it. A cinematic cutaway shows your Hydra 
swooping down to one of the side portals leading into the shield- 
generator hangar. You're slowing down to maneuver into the opening, 


when—surprise! Two 
alien ships are exiting 
the portal, driving you 
away from the entrance. 
Microsoft Deadly Tide 
is undeniably cruel at 
moments like this— 
making you think 
you've successfully 
withstood the battle, 
only to be brutally 
denied at your 

moment ofconfirmation. 
After the cutaway 
sequence, you're sent 
into the toughest part of 
this level...where 

you'll settle your 
outstanding accounts. 


Settling All 
Accounts 


The last section of Level 
06 begins innocently 
enough with another of 
those sequences that 


seem designed to let you 
catch your breath. One ...when alien craft surprise you at the portal. Drat! 


So close and yet so far. You’ve almost slipped into 
the hangar... 


tip-off that you’re 

heading for rough waters—the aliens are flying and swooping in a 
circular path around the complex, making them more difficult to nail. 
They’re a tough shot, but you’re hitting them. You’re starting to sense 
you're near the end of the level, like a desert wanderer sensing a nearby 
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oasis. Then the mirage 
lifts. You now realize 
why it's so crucial that 
you destroy every 
possible turret as soon 


It's moments like these when you wish you'd been a 
better shot the first time you were trying to blast 


as you can: at the end of 
the level, you'll have to 
face off against all the 
robotic sentry posts you 
failed to hit earlier, as 
well as more alien 

í : warships. With any luck, 

the last “shooting 

gallery” scene souped 


the towers. up your shields back to 


full blue strength. You'll 
need all the defense you can get, because Flight Mode now pulls you out 
into the open, where everything that can fire at you will fire at you. 
Obviously, if you've quashed all the turrets on all the towers, your 


job will be considerably easier, leaving you to contend with only the 


usual swarms of flying alien ships. If there are still turrets to blast, the 
conclusion of Level 06 is hectic, to say the least. It might help you to 
prioritize your attack sequence, concentrating on the turrets first. (Their 
guns are bigger and badder than those found on the typical 

alien warship.) 

Provided you're able to withstand the maelstrom, you'll pull closer 
and closer to the shield-generator hangar. Eventually, another scene 
shows your Hydra again cruising toward one of the hangar portals. 
Perhaps you're suspicious, remembering the trick the game played on 
you before, when it pretended that it was going to grant you admittance 
into the hangar. Relax, this time Deadly Tide isn't going to taunt you— 
your Hydra fighter slips into one of the portals. 

See? It took exhaustive rough-and-tumble fighting on your part, but 
you gained access to the shield-generator plant. Now all you have to do 
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is shut down the shields and get out of the complex in one piece. After 

that you need only to locate the mining complex...and shut it down. Of 
course, then you’ve got to get out alive. Whew! Suddenly it feels like a 
never-ending mission, one giving no quarter and taking every skill you 

possess. You've waged underwater war for six levels...but you’ ve never 
been in this deep. 


SEVEL SEVAN: 


| 


You have just committed Breaking and Entering. You broke 
through a variety of barriers, then entered the alien shield- 
generator facility, which regulates the defensive capabilities of 
this complex and the alien’s mining facility nearby. The only 
thing your burglary is missing are its alien victims, who seem to 
be nowhere near the crime scene. You land your Hydra and 
climb out to complete the mission at hand. This exploration gives 
you an amazing opportunity to examine an alien fighter craft 
that’s also docked here. The pilot in you feels a desire to climb in 
the warship and put it through its paces, savoring the perverse 
thrill of test-driving your enemy's ship. Of course, your soldier’s 
sense experiences a different urge when meeting the enemy up 
close and personal. That part of your personality wants to 
barbecue the craft, dipping the alien fighter in flames that warm 
the surrounding waters. As luck would have it, though, you are 
not allowed to follow either impulse. You do, however, get the 
chance to study more aliens. Lots of 'em. 


Scrutiny on the Bounty 


When last we left our busy hydrofighter pilot, you had just infiltrated the 
alien shield-generator facility, sneaking in through a portal in its side. As 
Level 07 begins, your Hydra gracefully swoops down into this huge, 
dome-shaped structure, amazed that its walls seem fashioned from the 
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same type of green 
biomechanical skin as 
some of the alien 
warships you’ ve faced. 
You set your 
prototype fighter down 
OU on the worn, slate-gray 
2 floors of the facility. It is 
A n deathly still here as you 
pop the hatch that covers 
the Hydra's cockpit. A 
whoosh of air bubbles 
You're busy studying this alien fighter when a loud rise as the cockpit's clear 
crash lets you know that biology class has begun. cover disengages, making 
you one with the water 
again. You hop out of your battle-weary craft and take a good look 
around this place. It has the same basic shape as a circus bigtop, yet 
without any of the merriment or innocence. Of course, you’ ve 
observed that, like some kind of three-ring circus, the place does feature 
a Class A attraction—an alien fighter that’s docked at some kind of 
operating console. 

A closer look reveals that the ship is considerably larger than your 
Hydra and has taken some bumps and bruises along the way. For all you 
know, you may have inflicted those minor injuries yourself during an 
earlier skirmish with this craft. It's fascinating finally to get close enough 
to this enemy ship to reach out and touch it, not with laser fire but with 
your gloved hand. You take a good look at the ship and its operating 
console, which also appears to control the alien fighter's security. The 
Comp informs you that you need a special type of key to manipulate the 
console and the warship. 

Suddenly, you hear noise, but it's not a single sound. It's a veritable 
wall of noise, the kind of sound produced by the boisterous group 
entrance of biomechanical creatures. You turn to face their awful music, 
realizing that, without a doubt, Level 07 has begun. 
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Bats in the Belfry 


The Bio-Sentries are 
already in your face by 
the time game play 
begins. At first, it’s 


merely a trickle of aliens. 


Then it’s a deluge of 
them. The shield damage 
a swarm of Bio-Sentries 
can cause is mind- 
boggling in its severity 
and its quickness. 

You have three 
grenades in this level. 
Expect battle conditions 
to become sufficiently 
bad to warrant using at 
least one of these 
weapons in this first 
section of the level. One 
reason: the high ceiling. 
The ceiling, such as it is, 
is so high in here that it 
gives the Bio-Sentries 
more room to spread out 
and more places to 
initiate attacks. Worse 
still, it enables the Bio- 
Sentries to escape your 
retaliatory strikes more 
easily because the aliens’ 


As game play starts for Level 07, only a few Bio-Sentries 
attack you. This soon changes. 


Don't be afraid to enlist a grenade’s help in clearing out 
alien-infested areas. You'll find that the broad, 

open space of the ceiling is an especially good place to 
use a grenade. 


movements are less restricted. Up there they can swirl around like bats. 
Your strategy here should be the same as you’ ve developed for use in 
other large, open spaces where you can be targeted from an almost 
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infinite variety of firing positions. You should concentrate long enough 
on each target to ensure that you succeed in destroying it. As soon as that 
happens (or rather, as soon as you know that it's going to happen), you 
move on. Although you needn't spin like a whirling dervish, it's 
absolutely essential that you keep all sources of attack regulated so 
you're not ignoring one pocket of enemies that ends up taxing your 
shield strength irreparably. Think of it this way: It's far better to take a 
few hits from a lot of enemies than to absorb a lot of hits from a few 
enemies. Usually this is because of proximity. If a small clutch of aliens 
is sighting you up from nearby, their attack will be felt more significantly 
by the Aquatic Combat Suit's defenses. 

You'll also want to develop your ability to follow and anticipate Bio- 
Sentry movements, particularly the sweeping lateral sliding that sends 
them gliding from one side of the screen to the other. If you can learn 
their typical movements, you will become a truly remarkable shot. And 
then they will fear you. 


Lost at the Buzzer 


After paying some heavy combat dues in here, you finally get the nod to 
proceed further into the facility. A blue arrow flashes on screen, 
indicating the direction you should follow. When you get this symbol, 
press joystick button 2 or right-click your mouse and you'll start your 
grueling journey into the facility. 

Caution! Just because Navigational Control has instructed you to 
proceed into the facility doesn't mean that it suddenly becomes okay 
with the remnant alien forces who may still arrive on the scene. As it 
turns out, you face quite a few aliens on your way out of this first section 
of the level. Small roaming gangs of Bio-Sentries waft in from either the 
far left or far right side of the screen, and your ability to target them is 
adversely affected by your frantic run for the tunnel leading out of here. 

One final suggestion for dealing with the main chamber of the shield 
generator facility: never forget to go for the final shot, even as you're 
being pulled away to another location. It's easy to grow complacent, and 
if that happens, when your exit from a particular room is confounded by 
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an alien ambush, it could 
cost you your life. That’s DR 
doubly tragic: it’s bad & , 
enough to have your : ^s à ^ 
mission cut permanently 1 j 
short, but it’s even worse 
after you’ ve fought and 
apparently won your r 

: : rive 
victory...only to have it imd 
cruelly stripped away. 


Passing 
If you get complacent on your way out of a busy 
Th rough the section, you may end up being taken out of there in 


Reptile Room — ^'^" 


The tunnel acting as your 
conduit into the heart of 
the shield-generating 
facility also acts a balm 
for your Aquatic Combat 
Suit, giving it a chance to 
recover from damage it 
absorbed during the 
hellstorm just passed. 
You gun down Bio- 
Sentries as you barrel 
forward, and all the 


while your shields are 

revitalizing, boosting This tunnel is packed with Bio-Sentries. Fire single shots, 
sweeping the placement from side to side, and you'll 
have a better chance of picking them off in the dim light. 


your immunity to attack. 
While hustling through 
this tunnel (its green speckled walls suggesting the Reptile Room of your 
local zoo), you don't mind the Bio-Sentries' presence nearly so much. 


Ail. 


Perhaps that’s because 
the relatively small 
tunnel drastically reduces 
the aliens’ freedom of 
movement, making it 
very easy to strike at 
them with your 

Forearm Blaster. 

Next you reach a 
small inner chamber that 
has large coral-pink 
scales adorning its walls. 
Beware: these coral-tinted Bio-Droids like to blend in Here's where you'll find 
with the scenery. some of those pesky Bio- 

Droids (you'd wondered 
where they'd gone, hadn't you?). The coloring of these Bio-Droids is the 
same muted shade of light red as the scales on the wall. These Bio- 
Droids enter one at a time from either side of the screen. The only thing 
preventing you from popping their balloonish bodies is their elusive 
patterns of movement, in which they creep forward hesitantly, then 
rocket across the room before disappearing off screen altogether. 

You dally with the Bio-Droids for a few moments before heading 
deeper into this womb of fear. (It should be noted that you have a 
choice in the Coral Room as to which pathway you wish to use as your 
exit—the one on either the far left or the far right. Try them both for 
variety's sake, but don't be surprised to find they lead to the 
same destination.) 

A cutaway scene shows you running for paydirt through the green, 
reptilian halls. You enter a cavernous section whose wide borders are 
topped with a low natural ceiling. Several different tunnels feed into this 
expansive chamber, and you pay special attention to a number of large 
cylinders positioned around the room. You aren't sure if these are birth 
pods or some type of missiles, but you're prepared to wait for another 
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time to found out. 
Determined to take off 
from this way station as 
soon as you can, you 
fight your way out of the 
chamber and continue 
moving deeper, ever 
deeper into the facility. 
You run like an 
aquatic warrior 
possessed, right into 
another chamber. This 
one’s being frequented 


This is your first encounter with aliens, and not the 

by your hosts. By the machines they pilot or the biomechanical monsters that 
way, they’d like a word defend them. 

with you. 


Greeting Your Hosts 


Now you finally get to meet the beings responsible for making your 
recent life one big thrill-packed ride—the aliens themselves. Not the 
alien warships, not the sub-alien creatures the aliens manufacture, but the 
aliens themselves. For the chamber you’ ve just stumbled upon is 
occupied by a handful of aliens. 

They’re not a pretty bunch, that’s for sure. Their skin is brown and 
wrinkled and slimy. Each specimen’s head is dominated by a massive 
mouth that’s in turn anchored by a grizzly bottom row of razor-sharp 
teeth. They are, in a word, memorable. 

In fact, though, they’re scarier than they have a right to be. As an 
adversary to be defeated in a one-on-one situation, you won’t face much 
resistance from the alien. It moves slowly, sometimes tracking you on 
foot, sometimes swimming toward you. 

Your viewpoint pivots, your eyes moving over all the aliens lining up 
against you from their locations against the back wall. There are five or 
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six aliens in here, but you don't have to worry about killing each and 

every one of them. With your revolving viewpoint, you probably 

wouldn't have enough time to sight each target and fire the necessary 
second or third shots 
these aliens sometimes 
require to die. Shoot as 


EMI Ps many of them as you 


; can—enjoying the odd 
te : ms noise the aliens make 
ae $ | when you vaporize 


EL s. - them—and don't worry 


about it. 

Soon enough, a 
cutaway scene will show 
you approaching a 
lifeless alien you dropped 


It's easy to kill aliens, especially when they go for one of with your Forearm 
their leisurely swims. Blaster. You bend down 


and take a glowing green 
mineral away from the alien's clawed dead fingers. You aren't exactly 
sure what the crystalline object is, but then you remember the advice the 
Comp gave you early in the level, when you were checking out the 
docked alien fighter. She had mentioned something about needing a key. 


Storming the Alien Evac 


Your pulse is racing, and so are you. After collecting the mineral from 
the slain alien, you hotfoot it through a green corridor that's highlighted 
with glowing purple patches. As you run through this nearly psychedelic 
stretch of tunnel, you detect a small target forming at the far end of the 
tunnel. It rapidly takes shape as another teeth-gnashing alien. The closer 
you get, the more it dawns on you that your next stop is the alien shield- 
generator command chamber. You may invent other, more colorful 
names for this room, especially after entering confidently—only to be 
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reduced to your last AS Pe ea 
shield within a furious tO F er 
few seconds. 

From those last 
protected moments on, 
you’ re living on 
borrowed time. 
Everybody knows it, 
even your alien 
opponents, who stop 
firing at you when the = 
game initiates the —n 
contrastedly tranquil The only way you'll get this potentially useful mineral is 
scene that precedes each by taking it out of the cold, dead claws of this alien...and 
explosion of you, that's perfectly fine with you. 
whether you're within 
your Hydra or your Aquatic Combat Suit. You know—from having been 
vaporized a few times to reach this point in the game—that the moment 
you have to worry is when you stop hearing any more alien fire. It's as if 
the aliens realize they don't need to do anything else to kill you. You're 
on your way out, and they don't need to waste any more time on you. 

There's a very strong chance that you'll see one of these explosion 
scenes during a play-through of this section, which is deceptively 
difficult—and difficult for reasons other than we might expect. You can't 
afford to do anything less than take complete control of the room, 
storming the chamber that aliens are currently using to try to evade your 
wrath. The center of the room features a large, wide cylinder and current 
shaft. The upward pull of the current lifts these aliens up and away from 
your retribution. Considering all they've put you through since this 
occupation began, wouldn't you prefer to lay them to waste instead of 
watching them escape your angry grasp? Thought so. 

Here's what you do—get a drop on the departing aliens by launching 
a grenade at the center of the screen on your way into the chamber. If 
your timing's right, you should be able to shut down most or all of the 
aliens headed up and away. 
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Who’s 
the Boss? 


After the aliens are gone 
(either by their actions or 
your own), the real work 

begins in the shield- 

generator chamber. You 

TN x l are pulled in tight to the 

on wa Lf F CM! action, hovering around 
" — i the cylinder in the center 
of the screen. From time 


On your way into the alien shield-generator command . . 
to time, an alien (one that 
chamber, hurl a grenade at the center of the screen. 


Teach your alien hosts that it's rude for them to leave decided to stay and fight 
their own party. instead of running away) 


will appear, inching out 
from behind the cylinder’s edge. Meanwhile, Bio-Sentries and the 
occasional Bio-Droid dance around the periphery behind you. 

Your first hunch might be to remain concentrated on the cylinder, 
waiting for these creepy aliens to show their hideous faces, then hitting 
them with a massive dose of laser fire from your Forearm Blaster. If that 
is your first hunch, don’t be surprised if it gets you killed. 

In a great twist, this chamber sequence originally deceives us into 
thinking that the most dangerous force we face in the room surely must 
be the aliens. We figure that we should ignore the Bio-Sentries. (“After 
all, look how small they are in comparison to the aliens,” we reason.) 
The fact is, though, that the Bio-Sentries are your main threat in this 
chamber. If you focus on the aliens, waiting for their occasional 
appearances, you'll basically be pecked to death by Bio-Sentries 
attacking you from all directions. 

The trick to mastering the shield generator chamber is concentrating 
on the Bio-Sentries. If you can keep their numbers in check, your natural 
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shield revival rate should 
keep you at least a 
little protected. 

On your way out of 
there, Navigational 
Control turns you around 
for a final peek. You see 
why you shouldn’t lower 
that blasting arm yet, 
Lieutenant. One last 
bunch of Bio-Sentries 


will rush you at the = 
passageway leading out Which is deadlier—the big bad alien or the pesky little 
of here. Bio-Sentry? No contest. 


Amusing...but Not 
Amazing 


You’re on your way back 
to the main chamber 
within the shield 
generator, and you have 
no intention of impeding 
your quick exit from 
these interior regions. s 

You proceed down 

another slimy green 

corridor into a wide, 

cavernous space that's If you ignore the aliens, you might be killed. But if you 
guarded on either side of ignore the Bio-Sentries, you will die. 

its “doorways” by aliens. 

After you blow right through them—never breaking stride—a cutaway 

shows you leaping through a passageway. As soon as you leap through 

the hole, a door materializes and spins shut, its round hole constricting 
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You find yourself on this exposed platform, from which 
you mount your last offensive of this level. 


zx 2. i 
a a 
Cas 


It might look like an amusing place, but you can do 
much better. 


until there’s no space 
through which the alien 
creatures can leap and 
continue their pursuit. 

The cutaway goes on 
to show you standing on 
a huge, tongue-like 
platform that extends 
over a short chasm. Then 
game action picks back 
up and you are facing an 
alien structure that 
resembles the celebratory 
front gates of an 
amusement park, ornately 
decorated in yellows 
and golds. 

You don’t spend a 
terribly long time here in 
front of this oddly 
colorful structure, but 
you need to use extreme 
caution during your 
entire visit. This is the 
alien’s last chance to 
keep you from finishing 
the first part of this two- 
level mission, and they’re 
going to do anything in 
their power to halt 
your success. 


There aren’t any special tactics to use here—but be ready to 
encounter at least some of every type of the level’s enemies. 
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Underwater 
Hot-Wiring 

The rest of the level (as 
shown in cutaway E } 
sequences) details your KE ai 
impending exit out of the ToO" LN 
shield-generator facility. FF 17 

A bold stroke of thinking : 77 
hits you as you decide it 
might be interesting to S? agg 
arrive at the alien mining 
facility while piloting 


re 
E. 


s It's about time somebody accomplished some good with 
one of the enemy's own one of these alien fighters. Perhaps the time is now. 
craft. If you can swoop 


into the complex 

inconspicuously, you might be able to get in a knockout first punch. 
Perhaps you can demobilize your adversaries, and then follow your 
initial attack with other pushes designed to solidify your grip on the 
complex. Perhaps you can destroy the entire thing. 

You head for the console where the alien fighter is docked. You insert 
the green glowing mineral into the console, which registers that the ship 
is now unlocked. Your vessel, sir. 

After climbing down into the warship, you take a moment to get 
comfortable with the main piloting controls. By pressing mysteriously 
glowing blue buttons, you trigger a launch sequence that raises you and 
your alien ship high above the gray slate floor, before jettisoning you out 
of the alien shield-generator facility. 


Chapter Ten 


SEVEL LG 


Upon seeing the docked alien fighter, you notice some cracks 
and bruises the warship no doubt picked up in the thick of 
combat. Then you smile as you realize that you might be 
responsible for these surface injuries to the alien fighter’s hull. 
Earlier, when you found the mineral key that unlocks this bio- 
craft, you knew you had the perfect plan: to enter the alien 
mining facility undercover, passing yourself off as the alien pilot. 
Once inside the complex, there’s no limit to the amount of 
damage you could do to the enemies before they even had time to 
register their shock. Furthermore, you knew you had the perfect 
disguise—the alien fighter itself, which you now control with the 
mineral you obtained. You have to admit to a gleeful enjoyment 
of the act you're perpetrating; stealing your enemy’s craft and 
using it to destroy other enemy craft. It almost seems too easy. 


Grand Theft Alien Fighter 


When you first saw the alien fighter docked in the shield-generator 
facility (Level 07), it didn't take long for you to get the that you could 
gain a valuable element of surprise if you "borrowed" the alien ship and 
journeyed incognito to the alien mining facility. Surely no one there 
would give a second thought to a common warship like the alien fighter 
entering the base. Once inside the complex, you could pick and choose 
your targets before raining terror all over the mining encampment. Of 
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course, you understood 
that you'd blow your 
cover when you started 
attacking, but you figured 
you might be able to 
parlay their initial shock 
into a strategic advantage 
that they would be 
too overwhelmed 
to overcome. 
You “unlocked” the 
alien fighter with the 
You take control of the alien fighter, determined to take glowing mineral you 
it where no man has ever gone before—and use itas no recovered from a slain 
alien would ever dare. alien in the previous 
level. When you loaded 
the glowing crystal into the security console, you heard strange tones 
signifying that the craft was now ready and programmed for immediate 
use. Climbing into the bio-craft, you tentatively sat down at its control 
panel to take charge. 

Within seconds, you and your new vessel were up and exploring the 
high ceiling of the alien shield-generator complex. Then you engaged the 
forward-propulsion system, causing the ship to lift up and out the hole in 
the very top of the aliens shield-generator complex ceiling. 

You were suddenly flying en route to the alien mining complex. The 
goal of your seek-and-destroy mission: to level the alien mining 
complex, eliminating the enemies’ means of manufacturing more water 
with which to flood the already burgeoning oceans. 

You had acted upon a bold idea, and you know that it will 
undoubtedly provoke a bold response. As soon as you start tearing up the 
main alien complex and your true identity is revealed, prepare to feel the 
collective rage of an entire sub-species. You figure you should be 
reasonably safe, provided that news of your arrival doesn't precede you. 
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Alien Fighter Owner's Manual 


It takes a bit of getting used to, but you quickly understand the alien 
fighter's instrumentation—what there is of it. The top of its uniquely 
shaped screen is bordered with bright red, as are the lower-left and 
lower-right corners of the screen. The red bar at the top of the screen is 
connected to an oscillating purple band. It's unclear what this oscillating 
bar indicates, and a closer examination fails to shed any light on its 
possible uses to alien pilots. 

The gauge at the bottom of the screen makes sense more 
immediately. This is some type of alien damage monitor, much in the 
same fashion as the shield-strength indicator on your Hydra's HUD. The 
gauge is based around a kind of green triangle at the bottom center of the 
screen. When this alien fighter takes fire, the left and right sides of the 
triangle open and inch away from the center of the screen (which now 
holds a yellow triangle where the green one formerly was). The greater 
and quicker the triangle sides slide, the greater and quicker the damage 
the alien ship has taken. Should these green triangle sides turn yellow, it 
indicates that your defenses are rapidly weakening. If the triangle sides 
slide out to the ends of 
the screen, try to get your 
affairs in order as quickly 
as possible—you won't 
be around much longer. 

Another difference 
between your ship and 
this one is that this alien 
fighter has no indicator 
about its weaponry 
temperature of its 
weaponry. After firing a 


round or two, though, 

you'll understand why it Piloting the alien fighter should be an interesting 
experience, although your display doesn't provide 
nearly as much information as your Hydra. 


doesn't need one. Like 
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your Aquatic Combat Suit, the alien fighter can't shoot in rapid-fire 
mode, so there's no way for its turrets to overheat. 

Nor do you have to worry about reading any missile gauges. This is a 
one-weapon ship, and that weapon is the laser, which fires in green 
staccato blasts. 

Your entire premise for swiping the alien fighter and piloting it to the 
enemy base was that it would give you a way to enter the base 
unobtrusively, letting you instigate your attack from inside the 
compound. The whole idea was to keep a low profile—and now that's 
been ruined. Apparently, some surviving alien back at the shield- 
generator facility alerted the mining complex of your larceny because as 
soon as you enter the mining complex, you are fired upon. 


So Many Targets, So Little Time 


On your approach to battle, you fly by some small underwater hills. Then 
you spot the alien mining facility, glimmering in the remote distance. 
You nearly scrape the top of a hill as you align your stolen craft for an 
approach from what appears to be the back of the complex. Your craft, 
rising to meet the 
inclination of the hill, 
seems to "lift off” 
gradually. Before your 
alien fighter noses back 
down and swoops into 
the complex, you 

see the vastness of 

the place. 

The mining complex 
is wild-looking, an 
enormous biomechanical 
formation with a pair of 


You'll have to do plenty of sharpshooting before you huge curving spines that 


blow the lid off this alien vessel. 


droop over the complex 
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and are attached to the 
tops of the two alien 
Transports docked there. 

You need to shoot a tae d 
slew of bracketed targets 1 NL e Mtm, 
within the alien mining 
complex. It's not like 
attacking one certain 
building; it's more like 
you're attacking an 
entire town. 
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Priority Check This Transport is loaded with turrets. Thank goodness 
they're usually bracketed for you. 
There are two reasons 


why the turrets and other 
mounted targets must be given top priority. First, the mission's main 
objective is to destroy the alien mining facility. 

Even though you've been sent to this complex to destroy these 
targets, there's also a 


compelling reason why ; ‘Lae. 
the targets shouldn’t be =- "e : 
your only priority. "i M 

It's tough getting m 


used to the unfamiliar 
alien targeting system. 
The “look” of the laser t 
sights and the rhythm of 
your shooting is 
noticeably different from 
the Hydra. Fortunately, 
Level 10 provides target 
bracketing at all three 
difficulty settings. And 


When you curve around the Transport, target this turret 
before it gets to you. 
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Do you fire at alien craft, or the mining complex's many 
targets (like the one shown in brackets). 
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The deadliest turret you face here isn't bracketed. It's the 
turret that spins back at you (as shown just above our 
crosshairs). 


you'll need it. As you 
pass through the heart of 
the complex, shoot as fast 
as you can, in short or 
single bursts, to take out 
as many turrets as you 
can. Every additional 
pass you're forced to 
make—though this 
gigantic, well-armed 
complex—exposes you, 
to significant danger. 
Head straight for the 
heart of the complex. 
During your 
approach, you'll be able 
to target this alien 
Transport on your first 
pass. These alien lasers 
wreak far more 
destruction to their own 
kind than your Hydra's 
did in your last meeting. 
This level presents your 
first opportunity to take 
some apart. Ironically, 
the deadliest turret of all 
on the alien Transport 
isn't bracketed. It's the 
Transport turret that aims 
backwards at you. Be 
very careful as you go by. 


As you curve around the Transport's aft end, make sure you direct a little 
fire at the Transport's turret there. This level probably gives you a denser 
concentration of targets and turrets than any other in the game. 
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Thrust and 
Parry 


Continue during this 
entire pass to sweep your 
laser fire from side to 
side and from top to 
bottom. Targets are 
everywhere, and they're 
all shooting at you. If 
you don't knock out 
many of the turrets on 
this first sweeping foray, 
subsequent passes will 
take you under and 
through the very center 
of this facility. 

The alien fighters are 
swarming around you, 
and turrets are 
everywhere. If only you 
had an ACT. Since you 
don't, aim-and-fire is all 
you've got. And you'd 
better do it as fast as you 
can. On one path through 
the very center of the 
complex and beneath the 
gigantic supports, you'll 
notice a brief moment 


You won't need to pull any alien fighters out of this 
huge top hat. You only need to make them disappear. 
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The Transports are often protected by fighter ships, like 
these Tankfighters. 


when several different turrets can be seen on the far side of the facility. If 
you lead with your lasers and fire just as Flight Mode begins to turn you 


You'll witness daring aeronautics in Level 08... 


..and even perform some tricks yourself. 


away to your left, you'll 
see the satisfying 
destruction of the group, 
with an effect almost 
equivalent to that of 

an ACT. 

You can observe 
some daring aeronautics 
as you approach the cliff. 
A massive concentration 
of alien fighters will 
meet you. 

Pick them off, one by 
one, with short bursts of 
fire. They're a minor 
threat on Level 10, as it 
turns out, at lower 
difficulty settings. As you 
move up in difficulty, the 
alien fighters get 
positively mean. (At one 
point during your assault 
on the mining facility, 
after a particularly nasty 
engagement, you'll even 
try flying by the seat of 
your ACS.) The real 
danger comes in the 
interwoven paths around 


the transports and through the interior of the mining facility. Then 
everybody's after you at once. Remember that the regular mining 
facility's turrets need as much attention as those found on the Transports. 
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End of the 


Party 


After one or more paths 
through the facility 
center, you'll score the 
final kill-shot on this 
remaining alien 
Transport, and its 
inspiring demise takes 
the rest of the facility 
with it. Before that 
happens you'll be 
hounded by the alien 
fighters and the turrets. 
Some of the most incredible destruction scenes yet occur in Level 10. So 
don't fret: there's more ahead. As you barely manage to clear out before 
the massive explosion that clears the mining facility, the Comp confirms 
total destruction for you. 


Shoot well enough and you'll have no problem 
disarming this Transport. 


Chapter Eleven 


FEL IE 


Just after you stave off one disaster, you’re summoned to 
another—a calamity in progress. The SS Hastings is suffering 
the same problem that once plagued your twentieth-century 
ancestors: its computers are down. Now the undersea carrier 
can t fend off its foes. Without its computer-controlled targeting, 
its sleek turrets sit in glaring disuse, unable to offer any 
resistance to the alien takeover. Consequently, the Hastings is 
getting eaten alive by at least two different species of 
biomechanical warships, one of which you’ve not encountered 
before. This combination of alien forces results in a devastating 
enemy juggernaut. Even some of the standard alien fighters seem 
untouchable in this level, performing intricate flight maneuvers 
that defy your lasers. You definitely have your work cut out for 
you. Let's hope you fare better at saving the Hastings than the 
other two hydrofighter pilots the Earth Ocean Alliance (EOA) 
dispatched. They couldn't even save themselves. 


Prop Department 


It's a satisfying moment of relaxation, one of few this war has given you 
recently. You've just lowered the boom on the alien mining facility, and 
you were able to get away unscathed. The mission has been 
accomplished. Now you get to sit back in your cockpit and rest a 
sincerely weary trigger finger. You're feeling newly confident...and that's 
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Leave it to the brass to interrupt your well-earned rest 
with another assignment—serving as the only defense 
for an entire supercarrier, the SS Hastings. 


Game action begins with this huge propeller and the tiny 
alien fighters who target you from a distance. 


when you receive an 
SOS transmission from 
your C.O. The 
transmission contains 
new orders, issued by the 
commander himself. He 
appears front and center 
on the Vidlink screen, 
grimly apprising you of 
the Hastings’ dire 
condition. The 
computers that control 
the Hastings’ defensive 
systems were damaged 
and are now out of 
service, leaving the 
carrier unable to protect 
itself. Naturally, that’s 
why you've been called 
in. (By the time you 
complete this exhausting 
level, however, you'll 
wish you had been 
drafted to fix the 
Hastings' elaborate 
computer system instead. 
It would undoubtedly 

be easier.) 

The Hastings, 
nestled between 
underwater canyons, is 
sitting alone and 


vulnerable when you arrive on the scene. Per usual, the onslaught's 
already in full swing as game play starts. Your Hydra is gravitating 
toward the aft end of the Hastings. You're still a considerable distance 
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away from the carrier, so you might not be able to see some of the tiny 
alien ships hovering near the enormous propeller assembly. Trust us, 
though, they're there...difficult to see and even harder to sight within 
your crosshairs. 


Winding Paths 


Level 09 revolves around the Hastings. As a matter of fact, that's exactly 
what you'll be doing during most of the level, revolving around this 
disabled titan. You get a kind of flying tour of your host vessel, which 
you see from a variety of magnificent angles. The order in which you 
view the various areas of 
the ship is determined by 
you to a certain extent. 
Navigational Control 
offers two basic flight 
plans within this level, 
and you choose between 
the two by aiming your 
crosshairs either to the 
left or right as you near 
the propeller assembly. 
From these A 


respective starting points 

at the aft end, the flight This is where you decide whether you'd like to tour the 
starboard or port side of the Hastings. Make your choice 
by simply pointing your crosshairs to the left or right. 


plan sends you down the 
Hastings’ left or right 
side. As you continue 
surveying the ship, each path carries you to new vistas directly above 
and below the carrier. Keep in mind that there’s no particular advantage 
to be gained by selecting one path over another, at least not at this early 
point in the level. What alternate paths always add to the game, though, 
is variety, a chance to improve replay value by being able to see a level 
unfold in an entirely new sequence. 
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A Whole New Breed 


From the first moments of Level 09's game action, you observe that the 
alien fighters you've been battling for eight levels seem quicker and 
generally more able to evade your fire. That's bad enough. The last thing 
you need is another biomechanical alien species to contend with, yet 
that's exactly what you get. 

Meet the Tankfighter, a twin-barreled terror that's amazingly resistant 
to laser attack. This is your first rendezvous with the Tankfighter, always 
immediately identifiable by its coloring: deep blue with magenta tail 
lights and wing lights. These enemy craft are built to rugged 
specifications, as you'll discover the first time you casually lob a blast of 
laser fire at a Tankfighter. It takes more than a couple of individual shots 
to dismantle one of these alien ships. You either need to hit a Tankfighter 
with quickly repeated laser blasts or with a short, sustained laser burst. If 
you choose to take out a Tankfighter with a continuous stream of laser 
fire, you should use only as much juice as you need. Tankfighters tend to 
travel in trios, so you'll 
want to preserve your 
ability to use your lasers 
by not burning your guns 
out on a single 
Tankfighter. You'll learn 
that you needn't keep 
your firing trigger or 
button pressed down 
until you see the 
Tankfighter explode. 
With practice, you'll 
discover the least amount 


o 


It might take you a while to heat this Tankfighter until it of laser fire necessary to 
explodes, but with the right laser control, you should be put Tankfighters out of 


able to safely cook it before moving on to any other 
ships in the vicinity. 


your misery. 
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Water Ballet 


This level functions like 
a marksmanship clinic, 
giving you the 
opportunity to perfect an 
impressive array of 
tracking shots. There are 
several interspersed 
sequences (an 
underwater canyon, a 
murky ocean floor) in 
which you’re viewing 
the area’s natural This alien transport makes a cameo appearance in Level 
09...if you know where to look. 


surroundings away from 
the megaship. Against 
these otherwise empty backdrops come slow parades of alien craft, 

with usually no more than three individual warships on screen at any 
one moment. That’s good, because considering the gymnastics these 
alien vessels perform, you would be hard-pressed to handle any 
additional targets. 

Why are the alien forces harder to kill in Level 09? A big part of it 
involves speed. Many of the aliens just seem faster than their 
counterparts in previous levels. Some standard alien fighters move with a 
quickness that’s hard even to see, much less target and shoot. The way 
you counter this problem is to customize your usual tracking technique 
for a faster target. Simply lock your crosshairs onto the moving alien 
ship, following its course with your crosshairs as if you were tracing its 
path on paper. Then, when you’re exactly synchronized with the target’s 
path, send out a short burst of laser fire as you give your mouse (or your 
joystick) an extra little push, accelerating ahead of the target while 
anticipating its path. Your laser fire will arrive at the point you projected 
at the same split second that the alien craft does. In previous levels 
you've probably used the same basic technique. The only difference is 
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that in this level it’s even more important that you get farther ahead 
of your target’s path before you fire because the alien ships tend to 
travel faster. 

If you’ ve done it correctly, it shouldn't take much longer than a full 
second, meaning you ought to be able to fire at multiple targets without 
overheating your lasers. It would be pleasant to report that the only really 
tough shooting you’re required to do in this level occurs during 
sequences like those just mentioned. Unfortunately, though, it must be 
stated that Level 09 exacts a strenuous degree of marksmanship 
throughout. It seems everything’s harder to destroy, especially the 
standard alien warships with which you’ ve been familiarizing yourself 
for more than nine levels. Some of the moves you see these ships make 
in this level will absolutely floor you. One scene near the level’s 
beginning leaps to mind: if you choose the necessary alien fighters to 
send you to the Hastings’ left flank, you will witness some amazing 
“trick flying” by alien warships. They make sudden and extreme altitude 
changes, climbing and falling with an immediacy that’s altogether 
startling. Then before your eyes are even believing what they’re seeing, 
another alien fighter 
performs a tight 360- 
degree loop, mocking 
your laser fire all the 
while. Right on top of 
that, yet another alien 
fighter comes screaming 
into the picture, flying 
upside down as he tears 
across the screen. As one 
thrilling move ends, 
another begins. What a 
great show; it’s such a 


These alien fighters must have been moonlighting inan shame that you must 
aerial circus. As difficult as it must be for the alien pilots exterminate these gifted 
to make these daring maneuvers, it's going to be even performers. But such are 


harder for you to keep them within your sights. 


the fortunes of war. 


Ith. 
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The Unknown Soldiers 


Admit it; you enjoy seeing things blow up. (If you don’t, you’ ve 
obviously wandered into the wrong game.) Part of the fun in Microsoft 
Deadly Tide is savoring those wonderfully rendered cutaway scenes that 
show what happens when things go wrong—drastically wrong. 

Painful though it might be, two of this level’s cutaways show EOA 
pilots facing the gravest circumstances. The first cutaway occurs after 
you've reached the fore end of the Hastings. You're then suddenly away 
from the ship, with nothing but ocean around you. Just as unexpectedly, 
a hydrofighter appears, catching your eye as it gracefully floats like a 
metallic manta ray. You don't get to admire its grace for long—a dog 
pack of alien fighters descends on the ship. It happens so fast that, 
despite the backup fire you give to protect the other Hydra, nothing 
can be done. The hydrofighter takes multiple hits and explodes, 
quickly vanishing without a trace and returning this patch of ocean to its 
original tranquillity. 

Another cutaway shows a different EOA hydrofighter in distress, and 
this time you do have the power to save your fellow EOA officer. It's 
being zeroed in on by two Tankfighters and a cadre of standard alien 
craft. Seeking immediate refuge, the hydrofighter whips his craft into the 
Hastings' docking bay, hoping to lose his attackers. This is where you 
come in. If you can destroy the alien ships on its tail, the EOA vessel 
will slip through the docking bay and come out unharmed on the other 
side—all thanks to you. But you've got to be extra quick because its 
enemies already have a lock on its position. If you can't provide the 
needed assistance ASAP, you'll witness a shattering explosion that rips 
the targeted hydrofighter apart at the other end of the bay. Even as you 
shudder at the thought of yet another EOA casualty, you'll admire the 
cutaway sequence. It perfectly captures the snowballing fear that comes 
from realizing you've basically trapped yourself within a confined space, 
while knowing that the ones who want to kill you are almost on your 
heels. You'll hate what can happen to your fellow officers during these 
particular scenes, but you're bound to enjoy the ways in which they 
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happen. By the way, your ability to view these scenes depends on the 
path you selected early in the level, so if you don't see one of these 
scenes (and you wish to do so), try choosing the other path. 


Blade Runners 


Of course, nothing's 
tastier than revenge, and 
you have a perfect view 
of one unlucky alien 
fighter getting its just 
desserts. Near the end of 
the level, your position at 
the carrier's aft end has 
- | become untenable, and 
you’re on the run from a 
pack of alien fighters. 


This fellow officer needs help—immediately. If he or she Throwing caution to the 
doesn't receive any, the only thing this officer will really ^ waves you head for the 
need is an up-to-date will. : 

propeller assembly. In a 


daredevil move, you zip 
through the assembly, just narrowly missed by the inordinately large 
propeller blade that pushes the Hastings. You're able to squeak through 
the passage without being sliced and diced; however, the alien craft 
trailing you most closely isn't nearly so lucky. This is one alien that's 
definitely in the wrong place at the wrong time. The blade comes down, 
shearing the alien fighter into two pieces, neither of which can hurt you 
any longer. It's a spectacular—if gruesome— scene and couldn't be any 
more enjoyable if you were offing the alien fighter personally. 

Once you've negotiated the propeller assembly, you'll enter into 
heavy warfare along the Hastings' starboard side. Much of the combat 
you'll face here involves Tankfighters traveling in groups of three. If you 
have several Aquatic Concussion Torpedoes (ACTs) left in your arsenal, 
you might consider using one here to minimize the damage that the 
Tankfighters are sure to inflict. Remember—you’re not out of the woods 
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yet, so it’s wise to 
ensure that your shields 
will stay strong. 


Not So Fast! 


You've seen the 
Hastings from all angles 
and have done yeoman's 
duty keeping the carrier 
unmolested by alien 
traffic. After facing 
down one last screen full 
of alien fighters, your 
Hydra hangs a hard 
right, revealing the 
waiting deck of the 
Hastings. By now 
you've probably gained 
a feel for the average 
amount of time it takes 
to play each level from 
start to finish. You might 
even have developed an 
intuition that senses 
when you're nearing the 
end of a level (when 
you're playing that level 
for the first time). That's 
what happens here. As 
soon as you see the top 
deck of the Hastings, the 


Ever cut yourself during a close shave? The poor alien 
fighter following you is about to experience that 
sensation, in a big way. 


After passing through the propeller assembly, get ready 
to launch an ACT (if you have several to spare). Your 
torpedo will make short order of this Tankfighter trio. 
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MIS game music swells, and 
M you realize that home 

; plate is suddenly staring 
you right in the eye. 
With it comes the 
promise of safety, 
security, and another 
completed level under 
your belt. You approach 
the deck, thinking 
you've got it made. 
Admittedly, your shields 


Only a few more moments separate you from the end of ate weakening from 
the level. Can you stick it out until then? yellow to red, your guns 
are scalded from your 

last skirmish, and you spent your last torpedo eons ago (or minutes ago, 
which in the case of the harshest combat, can feel like eons). And, okay, 
so there's a greeting party of alien fighters still scattered all around the 
Hastings' top deck. Surely you can coast on in, toughing out whatever 
the aliens toss at you. Right? Wrong. 

Deadly Tide doesn't forgive and holds you accountable for each and 
every second of game time. If your Hydra weakens to the point of 
exploding, don't expect the game to cut you any slack for being near the 
end of the level. If you receive the kill shot needed to trigger one of the 
game's amazingly vivid explosion scenes, you can rest assured that your 
ship will go up in a ball of fire, ironically igniting under a world of 
water. This is why you need to exercise special caution at the end of 
Level 09. 


A Very Heated Exchange 


The problem begins with the pack of alien warships you take on just 
before changing course and heading for the top deck. It's a brief, yet 
very heated exchange, and you're likely to be at least somewhat 
debilitated afterwards. Normally, this wouldn't rank as much of a 
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problem because you would be given sufficient time for your shields to 
repair themselves prior to your next alien encounter. Level 09, on the 
other hand, denies you this healing time. Navigational Control quickly 
turns you to the right, at which time you're already very close to the top 
deck. Nor does it help that you have quite so many alien fighters to 
vanquish before finishing out the level. Remember—you' ve just tangled 
with a crew of hostile aliens, so your barrels are still packing heat 
(literally). If you need to fire on more than a few alien ships, you could 
easily overtax your guns, which could leave you floating helplessly while 
the alien fighters you didn't eliminate rip you to shreds. You're on the 
horns of an alien dilemma, wondering how to limp across the finish line. 
Here's your answer: drop the big one. 


Preemptive Strike 


Level 09 is a challenge from start to finish, and perhaps that's why the 
game outfits you with five ACTs. The easiest way to insure that you 
won't be vaporized in the level's closing seconds is to tuck a torpedo 
away for safekeeping so you'll have one handy for those critical final 
moments. Then, as soon as you make that 90-degree right-hand turn, 
you'll be prepared to aim your crosshairs at the center of the screen and 
press the spacebar. Don't wait for things to get worse, either. You're 
using this ACT as a preemptive strike, to stop trouble before it starts. 
There's another compelling reason to go ahead and use the ACT as soon 
as the final game sequence of the level begins: you'll take a lot of alien 
fire very quickly, and that can send your shield strength plummeting. 


Tag Team Bout 


As soon as you've made your final approach to the top deck, a cutaway 
scene kicks in. It shows the Hastings' bubble-top turrets, newly repaired 
and eagerly locking onto every alien fighter that comes within range. The 
Hastings defensive systems have clocked back in, which means that you 
can now punch out. 

You've single-handedly protected a supercarrier from a super-sized 
attack. Along the way you responded to elusive alien fighters by honing 
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You've done your job, and now you're off the clock. 
Leave the remaining alien fighters to the Hastings' 
turrets, which are functioning again. 


your marksmanship, 
mastering complex 
tracking shots. The aliens 
even threw a new enemy 
at you, but you learned 
how to handle the 
Tankfighter. You emerge 
from this protective 
action a stronger 
hydrofighter pilot, with 
an arsenal of techniques 
that grows more 
impressive with each 
battle. It's a good thing, 
too, because each level 
you complete makes the 


aliens that much more determined to see you fry under the ocean. You 
were successful today, but you'll have to pay an increased price for every 
victory from here on out, as the aliens fight more skillfully and more 
desperately. Suffice it to say that the aliens don't intend to go quietly. In 


fact, they don't intend to go at all. 


The irony is delicious. Here you are, an EOA Lieutenant, a 
respected officer who's endured rigorous training and completed 
death-defying missions. And now what are you doing? Serving as 
a delivery driver, that’s what. Of course, if you can fulfill the 
mission objective and deliver the H2 66 bomb to the alien fighter 
bay (and get back out again), it’s going to make your life that 
much easier and that much safer. Not that you’re so concerned 
with avoiding risks. The very fact that you’re willing to pilot 
your Hydra into one darkened tunnel after another says 
something about your capacity—and, perhaps, appetite—for 
danger. Since you obviously have daredevil blood in your veins, 
it would be silly to remind you to be careful. Remember, though, 
that you are on alien turf, and your enemies know these caverns 
and tunnels much better than you do. 


Tunnel Traffic 


The first thing you notice about this level is the change in game music. 
Gone are the strident, warlike tones you’ ve come to expect from 
Microsoft Deadly Tide. Instead, the aural mood at the beginning of 
Level 10 is somber. The music suggests that perhaps you should be 
taking stock of your experiences before what could be your final battle. 
Maybe the mood is downbeat because you’re about to enter a darkened 
tunnel and have no idea what to expect. 

Game action begins here. You speed through the tunnel, with 
standard-issue alien fighters entering the screen from its edges. These 
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This is no Tunnel of Love, and you’re not here for 
amusement. You've got a package to deliver...if you can. 


Don't bother trying to enter off-shoot tunnels like the 
one leading to the right. There are no exits from the 
danger ahead. 


fighters don’t pose 
much of a problem. 
(You should be able to 
take out each of them 
with a single, well- 
placed shot.) As you 
barrel along, you’re 
going to pass the 
openings to other 
tunnels that fork off to 
the right. You might 
be tempted to try 
selecting an alternate 
path here, but don’t 
waste your time. 
Navigational Control 
intends for you to stay 
in the tunnel in which 
you started. 


The Enemy’s 
Latest 


Incarnation 


As you’re pushing 
along through the 
tunnel, you spot an 
alien bio-craft you’ ve 
not seen before. The 
first thing you notice 
about the Alien 


Bomber is its odd appearance: the visual marriage of a flying insect and 
a boombox. Three spikes poke out of its buglike head, making it look as 
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if it's sporting a tiara. 
Twin cams flank 

each side of the 

head, suspiciously 
resembling boombox 
speakers. As this alien 
craft travels, it sends 
out small thorny burrs, 
which look harmless. 
Warning: don't be 
fooled into thinking 
these burrs won't 


harm your Hydra 
because they can Is it a bug or a boombox? One thing’s for sure—it takes a lot 
of laser fire to kill it. 


inflict significant 
damage...and might 
even destroy you. The burrs act like depth charges: the Alien Bomber 
scatters its burrs in your path, and as you come into contact with them, 
they explode and rock your ship like a minor earthquake. During Level 
10 you'll encounter Alien Bombers in two colors: purple (which you 
meet first) and white (which appear later). The color difference is 
significant, for it indicates the strength of the Alien Bomber's attack. The 
purple burrs are bad enough, but the white ones are even more 
aggressive and will actually seek out your Hydra. Aside from the Alien 
Bomber's unique appearance and devastating means of attack, what's 
most striking is its resistance to your laser fire. A single shot won't cut it 
against the Alien Bomber—even using an ACT is no guarantee of 
knocking out one of these rugged craft. If you are planning to use your 
lasers, you'll either need to hit it with a short, continuous blast of fire or 
with numerous individual shots delivered one right after another. 
Whichever method you choose, strike quickly against this enemy. A 
mere second could mean the difference between whether an Alien 
Bomber has time to deliver its lethal payload or not. If you're too late to 
prevent the Alien Bomber from dispersing its weapons, you'll need to 
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The alien shield is enforced by a defense beam that travels 
from the top of the tunnel to its bottom. 


To disable the alien shield, you need to hit one or more of 
the activators, depending on the particular shield. 


destroy as many of the 
burrs as you can to 
keep your shields 
from being harmed. 
You'll find that the 
Alien Bomber can be 
quite challenging— 
just like the alien trap 
you're about to 
encounter next. 


Fixing the 
Generators 


As you go through the 
tunnels of Level 10, 
you must pass through 
alien defensive 
shields. If you try to 
make it through one of 
these defensive 
checkpoints without 
first disabling it, you'll 
set yourself up for a 
painful surprise—a 
loud crash, a strobing 
flash, and instant 
death. It’s a grisly end, 
but it’s easy to avoid. 
The shields work 
thusly: each shield is 


operated by three to five activators that are distributed around a certain 
point in the tunnel. Activators are positioned at different heights— 
usually there’s one activator at the top or bottom of the tunnel and one 
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on each side. 
Thinking of a 
shielded tunnel as a 
clock face, you would 
likely see activators at 
12, 4, 6, and 8 
o'clock. These 
activators might look 
harmless enough 
(actually, they 
resemble steer skulls, 
a la Georgia 

O’ Keefe), but what 
they produce is 
altogether destructive. 
When a shield’s 
activators are 
functioning properly, 
the activators 
complete a circuit that 
repeatedly triggers a 
horizontal laser beam 
that rolls across the 
tunnel mouth from the 
top to the bottom. 
Anything passing 
through an activated 
shield will be struck 
by this beam and 
immediately destroyed. 
It makes no difference 
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Now the defense beam has been shut down and you can 
pass safely through the alien shield. 


WLASER OVERHEAT J 


If you've overexerted your lasers, and are about to pass 
through a shield... 


what your own shield strength is at the time, either. Even if you're totally 
healthy (meaning all your shield indicators are blue) when you go 
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..go ahead and use an ACT. If you try to squeak through 
with a last minute laser shot... 


..the consequences could be extreme. 


through, if the alien 
shield is activated, 
you're going to die. 
You have two 
options for fixing the 
laser-beam generators 
so they won't zap you: 
either shoot the 
activators or fire an 
ACT at the entire 
shield. It's smarter to 
use your lasers on the 
activators so you can 
save your torpedoes 
for later. On the other 
hand, there's at least 
one situation in Level 
11 in which you might 
not be able to use your 
lasers to shut down an 
activated shield. In 
fact, it occurs at the 
very first shield you 
come to. The last 
aliens you deal with 
before reaching that 
shield are the two 
purple Alien Bombers. 
If you plan to 
eliminate this pair (and 


why wouldn't you?), there's a strong possibility that, unless you're 
extremely careful, you'll overheat your lasers. Since the first shield 
appears right after the two Alien Bombers, you won't have time for your 
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lasers to return to operation. (You pass through the shield about three 
seconds after blasting the second Alien Bomber, and your lasers will 
require around four seconds to be ready for more action.) In this 
situation, you must go ahead and aim an ACT at the shield. (Aim for the 
center of the tunnel to distribute your ACT blast evenly among the 
activators.) The best choice here, if you can manage it, is to arrive with 
lasers functioning. You're really going to need that ACT later on. 

As with the Alien Bombers, it's crucial that you deal with the shields 
as soon as you can, preferably as soon as you see one. It isn't difficult to 
shut down a shield, but if you attempt to do so as you're closing on one, 
you're headed for trouble. The shield might or might not have enough 
time to register your disabling action, and that means the shield might 
not be aware that you've “turned it off." If that happens, expect the 
shield to turn you off—for good. 


Chamber of Horrors 


After slipping through the first shield, you follow some standard alien 
warships into a large, cavernous space. This is the heart of the level, 
where the hottest action takes place. On your way in you realize why it's 
such a chamber of horrors: in addition to whatever alien craft you must 
battle, the “room” also contains two treelike formations, each packing 
serious heat in the form of multiple gun turrets. Both formations have six 
turrets, all of them unbelievably sturdy. How sturdy? Even at point-blank 
range, an ACT usually leaves several turrets untouched. 

You get only a momentary glimpse of the formation on the right as 
you enter the chamber. You're still following alien warships, and since 
they zoom near the formation on the left, so do you. As you buzz by the 
chamber, you seem to be close enough to reach out and touch the turrets. 
You fire at the formation in a scattershot pattern (figuring the nearby 
turrets for easy targets), only to realize that most of the turrets are still 
operational. You nailed only a single turret. What's going on here? 
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The Trouble with 
Turrets 


It turns out there are two 
reasons why turrets can be 
so perplexing. For starters, 
hitting one of them won't 
necessarily detonate it. You 
must place a shot at its one 
vulnerable spot, as 
indicated when your 
crosshairs turn red. 
This wide view of the formations and their turrets is Anything else is just 
what you see upon entering this chamber. wasted fire. The other 
reason involves movement. 
When you're trying like crazy to find a turret's "sweet spot," you're 
zeroing in on a precise location, which means you need to be in 
complete control of your aim. That's fairly simple to achieve unless 
you're being pulled hither and yon by Navigational Control. As soon as 
you curve by the formation on the left, Navigational Control brings you 
up behind it so you are now directly facing it. Your Hydra pauses at this 
point, and you might well think you finally have the perfect opportunity 
to get down to some serious turret-blasting. Unfortunately, though, a 
wave of standard alien fighters attacks from the left side of the screen, 
and you get caught up in trying to destroy them. You're carried away— 
literally—to a new position further to the right of where you previously 
paused. Luckily, the alien fighters are a snap to get rid of, and then you 
get back to the work of disabling turrets. Or do you? 

As you start refocusing your aim on the formation on the right, more 
aliens enter the chamber, using the same tunnel you did. This isn't much 
of a problem if you're still fixated on the right-hand formation because 
the tunnel, though further back, is to the immediate right of that 
formation. All you need to do is quickly shift your aim from formation to 
fighters and then back to the formation. After you're sure you've rid this 
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“tree” of all its 
“blackbirds,” you can 
pivot to the left and get 
cracking on shutting 
down the formation on 
the left (although it isn’t 
necessary to empty one 
formation before starting 
another). Whatever 
sequence you wish to 
follow here is okay. 
One thing to keep in 


mind, however, is that Just when you think you're settling in to blast some 
while you're firing at alien turrets... 

the formation on the 

left, more aliens 

will pour into the 

chamber, attacking you 

from behind. 


Double Dose 
Carefully aiming an 
assortment of laser shots 


is a painstaking task, 
made all the more nerve- 
racking because you’ re " 
absorbing enemy fire T — d 
while you’re doing it. 5 

You might need to ...Navigational Control whisks you away with an angry 
alien escort. 


implement some other 
methods so you won't 
still be sighting turrets while your shield strength is steadily ruined by 
other alien fighters in the chamber. If you insist on blasting turrets with 
your lasers and you're using a mouse, you might try placing your left 
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hand (if you’re right- 
handed) at the base of the 
mouse to help steady your 
aim. That can help you 
more quickly locate and 
lock on that one elusive 
position that turns your 
crosshairs red. This 
technique shouldn’t 

Y interfere with your ability 
Š AL to fire ACTs, either. 
Chances are your mouse 
will be located near your 
keyboard, meaning you 
can easily withdraw your left hand from the mouse and press the 
spacebar, should the need arise. 

The easiest way to defuse the whole situation is with your ACTs. You 
start Level 10 with five of them, and if you can disable the alien shields 
with laser fire, that will keep your torpedoes freed up for an 
emergency...one such as this. Actually, with that many ACTs at your 
disposal, it would be wise to allocate two to each formation. As stated 
earlier, a single torpedo might or might not shut down all of a 
formation’s turrets, but a double dose of well-aimed torpedoes will 
certainly handle the job. Devoting two ACTs to each formation 
will still leave you a spare you can shoot later if circumstances 
become overwhelming. 

When should you use ACTs on the formations? ASAP, that's when— 
the sooner you take care of the turrets, the sooner they won't be trying to 
take care of you. As it turns out, you have just enough time on your way 
into the chamber to aim and fire an ACT at each formation. The first 
formation you see is the one on the left (which you'll soon view as the 
one on the right). Your initial impulse might be to aim your first ACT at 
it, since it's the first one that can be targeted. However, during your 
entrance into the chamber, the formation on the left appears on- screen 
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considerably longer than its counterpart, due to your flight path. 
Furthermore, after you let loose an ACT, it takes a few seconds before 
you can shoot another one. Now if you should enter the chamber and 
direct your first ACT at the left formation, by the time your Hydra is 
ready to unleash another ACT, the flight path will have already moved 
you out of range of the right formation. Bottom line: you must wait for 
another chance. Instead, since you're going to have plenty of opportunity 
to zero in on the left formation anyway, go ahead and aim your first ACT 
at the formation on the right. By doing that, you might be able to 
minimize the damage it sends your way, and you'll still have time to fire 
another torpedo at the left formation. 

As soon as you can get a fix on the right formation, go ahead and fire 
an ACT. Where you should aim at each formation is another question, 
one without a wholly satisfying answer. The turrets are so tough that it's 
not likely that you're going to knock out all six of them with one 
torpedo. On the other hand, an ACT will usually blast at least three 
turrets at once. With that in mind, try dividing a formation into two sets 
of three turrets, and aim each ACT at the geographic center of each trio. 
This is probably the safest way to ensure that you won't spend too much 
precious time fiddling around with these formations. 

If you feel up to making an incredibly difficult shot, there is one way 
to eradicate all the turrets on both formations with a single ACT. On your 
way into the chamber, there is one moment when you can clearly see 
both formations from a distance. If, in that moment, you can aim and fire 
a torpedo at the exact center point between the formations, you can solve 
all your turret problems with one fell swoop. It might take a considerable 
amount of practice to perfect this shot, but it could end up helping you 
save several ACTs. 


Alien Il 


While you've been occupied with ridding the twin formations of their 
turrets, alien fighters have been entering the chamber from behind you. 
When you see the last remaining formation turret destroyed with a small, 
blue-white puff of an explosion, immediately swivel 180 degrees and 
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Upon entering the chamber, go ahead and fire an ACT at 
the formation on the right. 


You'll still have plenty of time to hurl a second ACT at the 
left-hand formation. 


start concentrating on 
the alien fighters. Your 
position is bordered 
by a cavern wall, and 
the alien ships you 
engage will first 
appear to the left of 
that wall. At first it 
seems that you'll have 
to contend with only 
the standard breed of 
alien ship, but that 
soon changes. Before 
you know it, you've 
also got a half-dozen 
Tankfighters you 

must destroy. 

And remember the 
Alien Bombers, those 
odd-looking alien 
warships you tangled 
with before passing 
through the level's 
first shield? Well, as 
luck would have it, 
you run into one of 
them again, too. This 
is a white Alien 
Bomber, which means 
its burrs are even 
more treacherous. 


You'll fare better when dealing with this assemblage of various alien 
craft if you're able to maintain your shield strength before entering the 
fray. Of course, this is always a good idea, but here it's especially 
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useful...even critical. 
If you face off against 
the standard alien 
fighters, the 
Tankfighters, and the 
Alien Bomber when 
your shields are 
green, you’re going to 
have a difficult time 
surviving the fight. 
If your defenses are 
coded yellow, I x 
you're apt to find 
survival impossible. 
There's another 
compelling reason 
why you should do everything in your power to maintain tip-top shield 
strength. Immediately after you get bombarded by these different types 
of aliens, Navigational Control starts moving you toward a tunnel that 
leads out of this busiest area of the level. That's the good news. The bad 
news is that to exit this chamber, you have to blast past a gathering of 
standard alien fighters. If you've been able to keep an ACT in storage, 
this would probably be the occasion to use it, especially if your defenses 
are less than 100 percent. 


Alien Bombers can zap your shield strength in just a few 
seconds, especially the white Alien Bomber you meet in 
the chamber. 


Grand Central Station 


You have one more stop to make during Level 10. The tunnel you 
entered feeds into a cavernous area which is a hub for several tunnels. 
You're not going to face anything here that you haven't faced before, but 
you should keep an extra sharp eye out. Some of the standard alien 
fighters that cruise into your path are a considerable distance away from 
you and will first appear somewhat smaller. Their green pallor tends to 
blend in against the cavern's walls, making them tricky to spot. It's also 
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How skilled are you at tracking targets while they're 
temporarily out of view? Find out in this section of Level 10. 


met 


You've got miles to go before you sleep, or even slow down 
to take a deep breath. Next stop: the alien fighter bay. 


worth mentioning that 
you'll be firing around 
the cavern's gnarled 
pillars, so be prepared 
to track alien fighters 
as they fly behind 
these natural 
formations. When 
alien fighters emerge 
from behind one of 
these formations, you 
should be ready to 
welcome them back 
into view with warm 
rounds of laser fire. 


Halfway Home 


The rest of Level 10 
returns you to the 
tunnels as you press 
on toward the alien 
fighter bay. You' ve 
pretty much got it 
made from here on. 
Sure, you'll have a 
few more standard 
alien ships chasing 
you, but by now 
you're an old hand at 
taking them out of the 
picture with a single 


laser shot. The only other challenges awaiting you are three alien shields. 
You're moving faster now, so you'll have less time to aim laser shots at 
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their activators. As soon as you round a tunnel curve, be ready to lock in 
on an activator and disable it. 

It looks as though you might make it to the alien flight bay after all, 
despite the intense security that surrounds it. If you can get there and 
drop your payload, you'll be able to wipe out the fighter bay and 
significantly cut enemy forces. It's up to you—would you rather destroy 
them en masse now or wait until later when each and every one of them 
is breathing down your neck? Okay, so it's a rhetorical question. 


Chapter Thirteen 


LEVEL LEV 


The silence here is unsettling. After all the chaotic warfare you 
waged en route to the alien fighter bay, it’s odd (and more than a 
little disconcerting) that your destination seems so peaceful 
when you arrive. You check your surroundings and don't see any 
enemy forces around. This suits you fine, although you were 
fearing an alien welcoming committee. Instead, the place is as 
quiet as a temple, although it won't remain that way for long. 
You've set the H2 66 bomb in place at the foot of the alien- 
manufacturing facility, and you've programmed the device to go 
off in one minute. Only the final mission objective remains— 
escaping the alien fighter bay and its various exit tunnels before 
the explosion to come brings down the house around you. 
Leaving will be relatively easy since your presence hasn't even 
been detected here in the fighter bay—at least that's what you 
think. Then complications arise...and you're no longer alone. 
Suddenly, it looks as if you'll be forced to fight your way out, not 
slip through their fingers as you had hoped. You're about to 
learn that while getting there might be half the fun, getting out of 
Level 11 is half the battle—the explosive half. 


Low-Key Approach 


You spent the previous mission speeding through tunnels, facing down 
one enemy craft after another, rushing to deliver a high-payload 
explosive to the alien fighter bay. After risking life and limb to get here, 


If you ever wondered where baby alien warships and 
bio-craft came from, this is the place. The alien- 
manufacturing facility where biomechanical life forms 
take shape. 


The compact H2 66 bomb will level this entire flight 
bay, proving that good things do, in fact, come in 
small packages. 


you discover you've 
arrived in a veritable 
ghost town. There's not a 
single alien craft waiting 
to attack you or 
otherwise prevent you 
from completing your 
mission objectives. Since 
you were hoping to get 
in and out of the bay 
area without attracting a 
lot of attention, the 
fighter bay's apparent 
abandonment is sure to 
work to your advantage. 
Cutaway scenes 
show you taxiing toward 
the inner circle of the 
flight bay via a tunnel. 
Your Hydra glides above 
a rocky path that 
climbs upward, and then 
you see it, the alien- 
manufacturing facility. 
This is where the aliens 
create the various 
members of their war 
fleet. Create is a suitably 
vague word, since the 
biomechanical aliens are 
built as much as they're 
born. The manufacturing 
facility, therefore, is part 


CHAPTER THIRTEEN: THE BIG BAN 


WWW» Eew—e 


incubation chamber and 
part factory, and it rises 
like a holy shrine out of 
the center of the flight 
bay. The facility is T i 
anchored by supports 
that taper inward to a 
rounded midsection. 
This globe-like center is 
topped with a set of 
frond-like appendages 
that droop over the sides 


olte tonnet n YOn You're stuck on the periphery of the alien flight bay with 
use your Imagination @  enoine problems and an explosive device that can't be 
bit, the top of the facility disarmed. Could things get more frantic? Of course 
looks like a jester's cap, — they can! 


right down to the fronds’ 
lighted tips (resembling the bells dangling off the ends of a jester's cap). 

It’s a colossally odd sight, but you don’t have time to stare 
spellbound. You came here to drop a mother lode of explosives and wipe 
out future generations of biomechanical warships, and that’s just what 
you intend to do. The hatch doors on the underside of your Hydra open 
and you carefully release the H2 66 bomb you’ ve carried into the heart 
of the fighter bay. It tumbles gracefully to rest on the rocks below, the 
bomb's activation lights flashing readiness. 

The introduction to Level 11 ends with a final cutaway scene of your 
Hydra preparing to leave the fighter bay. You're almost on your way out 
of the flight bay's inner circle when disaster strikes; your engines won't 
fire. The Comp informs you that your forward thrusters are the sources 
of the trouble, but it's difficult for you to stay focused on the Hydra's 
mechanical woes. You know you're about to have an even bigger 
problem in about 50 seconds when the H2 66 bomb finishes counting 
down to zero. 
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Bay Watch 


You're stranded deep within enemy territory, trapped next to a ticking 
time bomb. About the only thing that could make your situation even 
more perilous would be if your position here in the alien fighter bay were 
suddenly discovered by your unwitting hosts. You guessed it; that's 
exactly what happens. 

Level 11's game action picks up here, with you fending off alien 
defenders while hoping your forward thrusters will roar to life before this 
entire undersea kingdom is turned to soup. Obviously, you've got a lot to 
think about. One thing you won t have to worry about, however, is 
making the Hydra's repairs yourself. Thanks to your hydrofighter's 
internally managed maintenance system, you can concentrate your 
efforts on driving back the aliens who emerge to see who or what has 
dared invade the watery world they're building. 

You're in Rotate Mode, still stalled near the formation at the center 
of the alien fighter bay, when the aliens attack you from behind. First, 

you hear the 
alien fire biting 
— =) at your Hydra’s 
eae =] hull. Then the 
&| offending alien 
craft, one of 
many Tank- 
fighters you'll 
battle in Level 


11, rumbles 
above you, 
dipping down 
to head 
This Tankfighter, the first alien to roust you out in Level underneath the 
11, will try to surprise you by swooping down from manufacturing 
above and behind you. Now that you know where to facility's center. 
look, you can beat the Tankfighter to the punch. You respond 
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with a carefully placed single shot that vaporizes the Tankfighter. You 
take little relief from its quick extermination, however, because you 
know that aliens are identical to sharks in one savage way: if one alien 
smells blood, others are sure to follow. 

Your suspicions are immediately confirmed when you hear more 
alien fire peppering the back of your Hydra. You turn to your left, and 
then you look up. That’s when you realize where the first Tankfighter 
probably came from. There are portals on the side of the manufacturing 
facility’s center, and two more Tankfighters are entering the flight bay 
through the portal directly above you. 


Centered, but Not Rooted 


This is one of those scenes in which aliens attack from many directions. 
As in some of those other scenes (like the beginning of Level 05, 
before you lifted off from the back of the Ballard), most of the action 
here is centralized in one area. But you can’t go blind to everything else 
that’s happening. 

Navigational Control originally directs your viewpoint to the area 
underneath the alien manufacturing facility’s center. This is the primary 
spot you want to stay focused on because it’s where most of the enemies 
you now face in this early part of the level first appear on screen, usually 
as barely visible dots in the distance. (There is an opening in the bottom 
of the center, and some alien ships will descend from it, too.) At first you 
might wonder why you’re even in Rotate Mode, since the action seems 
to come at you from one direction, but unless you’re a perfect shot, 
you'll need to rotate and fire at the fighter bay’s ceiling and side areas. 
That's because the alien craft not only emerge from other areas, but they 
can also stick around in the flight bay if you miss them during their first 
pass at you. They might zoom by and leave your field of vision, but that 
doesn't mean they're headed out of the flight bay. Rotate Mode is the 
means by which you correct any lapses in your marksmanship, giving 
you another chance to bag any alien craft that might have slipped 
through your sights the first time. 


Although most of the aliens appear beneath the center of 
the alien-manufacturing facility, you should also make 
regular surveys of the ceiling and side areas. 
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A handful of standard alien fighters will appear as tiny 
dots in the far distance. If you're quick on the trigger, 
you can pick off each of them without having to relocate 
your crosshairs. 


Of course, 
sometimes it seems 
impossible to break away 
from the main targeting 
area—there's just too 
much going on every 
second. Luckily for you, 
Level 11 gives you a full 
appointment of Aquatic 
Concussion Torpedoes 
(ACTs). Although it 
always makes good 
sense to save your 
torpedoes as long as you 
can, this area (which 
springs wave after wave 
of alien craft at you) 
warrants drastic 
measures...and ACTs. A 
well-aimed torpedo will 
effectively empty the 
screen of enemies, 
affording you a chance 
to scan other parts of 
the flight bay for 
stray aliens. 

Of course, good 
marksmanship doesn't 
necessarily entail intense 
movement on your part. 
Sometimes it's not 
essential to move at all, 
particularly if your 


timing lets you get the shot early. For example, while you maintain a 
close watch on the area beneath the facility's center, a string of standard 
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fighters will come screaming at you from the far distance. They’re really 
moving fast, too. You can’t wait for a “perfect” shot when the fighters 
get closer to you. But it’s decidedly more difficult to hit these ships when 
they’re close to you because they’re moving so fast. If you can target 
these alien fighters as soon as they materialize on screen, you'll take less 
damage from them and have a better chance at hitting them. 


The Reprieve 


Remember that all the while you’ ve been repelling enemy ships, you’ ve 
been living on borrowed time. You keep shooting alien craft, and the H2 
66 bomb keeps losing precious seconds. Every ten seconds, the Comp 
informs you of your remaining time, its steady voice betraying the 
urgency of its announcements. 

You realize there’s nothing for you to do but continue to fight and 
hope for a reprieve in your dwindling final seconds. 

Your wish comes true. During the scant ten seconds preceding the 
H2 66’s explosion, your engines ignite and your thrusters engage. Your 
Hydra lifts off from the inner circle and hightails it away from the blast 
to come. It looks as if you’ ve been spared...this time. You're about to 
make your exit through one of the tunnels that feeds into the flight bay 
when the H2 66 bomb runs out of time. 

A dynamic cutaway scene illustrates your next problem—the 
explosion is far too big to contain in the flight bay. It starts there, of 
course, but then the highly pressurized force is squeezed outward like 
toothpaste through a tube. As luck would have it, part of the blast's 
shock wave follows you through tunnels as you frantically try to escape 
the destruction you've wrought. 


Finding Your Direction 

More alien craft follow you out of the flight bay, causing you to wonder 
if they're more interested in getting at you or getting away from the 
massive explosion. Of course, their motivations don't really matter. The 
fact remains that they're still your enemies, and since Navigational 
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..5-4-3-2-1...Boom! The force is so great that you're 
going to be chased out of the flight bay by a whirling, 
devouring ball of blast energy (not to mention a crowd 
of alien warships). 


You'll face a fairly even mix of Tankfighters and standard 
fighters during your high-speed exit from the alien 
flight bay. 


Control is confidently 
maneuvering you through 
the wide tunnel, you have 
a perfect opportunity to 
keep blasting 'em. 
Various alien craft 
(standard fighters and 
Tankfighters) enter from 
behind and then pass you, 
just begging you to 
annihilate them. You're 
familiar with this type of 
shooting from the 
previous levels, including 
the last one, so it 
shouldn't present any 
major problems for you. 
The real trick to 
master during this section 
of Level 11 is learning 
which tunnel to follow 
during your exodus out of 
the alien flight bay. 
You're heading down a 
relatively straight stretch 
of tunnel when a flashing 
red indicator appears in 
the upper-left corner of 
the screen. This indicator 
flashes well before you 
reach the two branching 
tunnels. You'll have 
sufficient time to notice 
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the indicator. (After all, 
you're preoccupied 
targeting alien ships.) 
When it’s time to make 
your choice, you'll see 
the end of your current 
tunnel appear ahead. 
Before you reach the 
junction, aim your 
crosshairs to the left or 
right side of the screen, 
and your Hydra 
negotiates the 
appropriate turn. 

It's a decision of 
great consequence, too, 
because you're still being 
trailed by that enormous 
blast of explosion energy 
you unleashed with your 
H2 66 bomb. Make the 
wrong turn here, and 
you'll find yourself 
trapped on a collision 
course with the energy 
blast...a whirling, 
churning ball of death. 
You've got a 50/50 
chance of living or dying, 
based on your gut instinct 
or arbitrary guess. 
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Up ahead there's a choice to be made, as suggested by 
the indicator in the upper-left corner of the screen. 


Aim your crosshairs to the left or right to make 
your selection. 


Obviously, you'll know which tunnel to pick during additional play- 
throughs. We don't want to tell you which choice is actually correct for 
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your first escape run 
through the tunnels. The 
reason: the mind-shaking 
explosion scene in which 
you collide with a tidal 
wave of blast force. 
Every player should get 
to experience that at least 
once. Therefore, you'll 
either choose correctly 
and progress to the next 
part of the level, or 


You won't have to wait long to find out if you made the you'll be treated to an 


right choice. incredibly visceral 


cutaway sequence. Either 
way you'll win. 


Rock Slide! 


Let's face it—it's a treacherous level, complete with bombs, aliens, 
tunnels, and an explosive blast that neither loses strength nor ceases 
chasing you. As if you didn't have enough problems, Level 11 throws yet 
another hazard into the danger mix: a barrage of falling boulders. You 
don't get much time to prepare for them, either. The tunnel you're now in 
(which proved to be the correct choice) ends abruptly and feeds into a 
cavernous space. It's sometimes difficult to see very far ahead in the 
murky tunnels. But you do get a glimpse of what's awaiting you in the 
cavern, and it's plenty terrifying. 

Boulders are falling from above, lots of 'em, and you're headed 
straight into their bruising path. It doesn't take much imagination to 
comprehend what a rock slide like this could do to a small experimental 
craft like your Hydra. Sure enough, if you enter the cavern without your 
shields in strong condition, the rocks could literally beat you to death. 

The practical solution is to fire an ACT to clear your path, but your 
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window of opportunity 
is very small. You barely 
get a quick view of the 
rock slide before you’re 
in the middle of it, much 
less have time to take 
considered aim and press 
your spacebar. In all 
likelihood, you won’t be 
able to respond quickly 
enough with an ACT 
during your first pass 
through the level. After 
you've learned when the 
cavern first appears, 
though, you'll be able to 
aim and fire the torpedo in time to pulverize the boulders before your 
hulls glide through the space the vaporized rocks leave behind. When 
you do shoot an ACT to prevent a punishing boulder attack, be sure to 
aim your crosshairs as far upward as you can, since you don't want to 
waste any of your torpedo blast on rocks that have already fallen out of 
your path. If a boulder isn't going to pose any threat to your safety, you 
obviously don't need to worry about blasting it. 


Launch an ACT before you enter the cavern, and the 
coming rock slide won't shake you up. 


Late for Your Own Funeral 


There are two other caverns you visit in the latter stages of Level 11, but 
you're not really in either place long enough to dwell on your 
surroundings. You're traveling remarkably fast now as you try to put as 
much distance as you can between you and the vaporous force trailing 
your wake. These caverns aren't exceptionally noteworthy, although your 
flight movement and the similarly topsy-turvy movements of your alien 
adversaries make sighting targets noticeably more difficult. 


Finally, after this 
breakneck chase has 
taken you to suspense’s 
very edge, it’s over. A 
strikingly beautiful 
cutaway scene shows 
your Hydra emerging 
from the tunnel and into 
open sea. The energy 
blast, right on your 
winged heels, follows 
you into the open 
expanses, and here it 
dissipates harmlessly. 
Before the blast loses its 
strength, though, it 
makes one dying effort 
to get its still-powerful 
clutches into your ship. 
The explosion’s 
relentless waves of 
energy almost seem to 
be reaching out to 
attempt one last 
destroying grab at you. 

The blast failed—but 
you didn’t. You 


transformed the alien’s 
Talk about a close call: you beat the energy blast out of manufacturing facility 


the tunnels...but not by much. into a battlefield before 
vaporizing it altogether 
with a weapon so strong it nearly killed you in the bargain. It was a big 
gamble to take, but you might have changed the course of this war for 
good by halting future production of these biomechanical monstrosities. 


It's a wild ride through this last formation-filled cavern, 
but you're almost home free. 
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You set course for the Hastings, perfectly content to let your much- 
tested hydrofighter coast through refreshingly still waters. After the two 
jolting back-to-back missions you've performed, it's safe to assume that 
both you and your Hydra have been thoroughly put through your 
paces—at least for one day. 


EVEL TE 


There is something momentous about the video briefing you’re 
now receiving from the Hastings’ commander. These are his final 
instructions to you, and you hear a new tone in his voice. It’s a 
moment of strange calmness: not the calm that occurs when 
nothing is happening, but the calm we experience when life’s 
most important moments are unfolding before our eyes. In effect, 
we are hypnotized by the history that’s being made, and that 
produces a stabilizing interlude not unlike that found in the eye 
of a hurricane. This is one such moment, when the fate of the 
world is completely up in the air, even though it’s being decided 
under the water. The first part of this mission is apt to be the 
hardest because it requires you to make a daring open-field run 
at the enemy’s primary base, which you're attempting to 
infiltrate. The risks you'll face are so overwhelming that you 
probably shouldn't think about them very long, so great would be 
the risk of growing paralyzed by fear. It’s up to you—and you 
alone—to run the gauntlet through the enemy line to prove who’s 
stronger: an entire encampment of heavily armed, heavily 
guarded alien-fighting forces, or one lone soldier moving just 
fast enough and just cleverly enough to beat the enemy to every 
single punch. 


Mission Briefing: The Recap 


The fear that’s now coursing through your body could easily jar your 
sanity, so you try to concentrate not on yourself or your fear but on the 


Tid: 


The commander's last briefing conveys the weight 
of this mission: the fate of the world is hanging in 
the balance. 


1 


Your final briefing shows how the main alien compound 
is comprised of connected motherships. 


actual specifics of the 
mission. You strain to 
focus on your memory of 
the captain's final 
address. Let's see? What 
were the main points? 
Okay. Let's get it done. 

The main alien 
complex is comprised of 
five connected 
motherships, linked 
together at a depth of 
30,000 feet. If an 
explosive device could be 
delivered to the main 
mothership's reactor, the 
resulting explosion could 
blow through each of the 
motherships and 
eventually destroy the 
entire complex. Since 
your earlier bombing run 
was a success, command 
wants you to handle 
this mission. 

Before you can 
infiltrate the base, you 
first must prove yourself 
worthy by surviving a 
jousting run across a 
wide battlefield. If you 


can take the alien ground, you will win access to their main compound. 
Once you enter the main alien mothership and set your explosive 
payload in place at the reactor, you'll have only three minutes to find 
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your way out of the blast zone before the entire biomechanical complex 
goes up in a blaze of fury. 

Yours is the only Hydra left in existence. You are truly the last of a 
dying breed. 

The commander touched on most of the mission’s highlights, but he 
neglected to mention a key point. The battlefield you have to traverse in 
order to reach the main alien compound was carefully engineered to 
repel intruders like you and your hydrofighter. You’ ve got to cross this 
alien defense grid with enough shield strength to carry you into further 
battle. That means withstanding the blitzing fury invoked during your 
15-second approach, while maintaining at least marginal strength. That's 
going to take some doing. 


Preparing to Run the Gauntlet 


This isn't a particularly long level, but it has to be one of the most 
strenuous in the game. Level 12 comes on strong right out of the gate, 
consuming you with a series of inordinate demands: that you disable 
your targets methodically and speedily; that your marksmanship remain 
resolutely perfect or near-perfect throughout; and that you seize control 
of the level's tempo from the very outset, playing with a degree of 
aggression that only a bred-in-the-bone warrior could supply. It's a pretty 
tall order, but there's a big payoff if you can infiltrate their motherships 
and set explosive charges near their reactors. If you can run the gauntlet 
and deliver the charges your Hydra is now carrying, it will mean no less 
than the end of the alien occupation of Planet Earth. That's why Level 12 
clearly must rank as.one of the most important levels within Microsoft 
Deadly Tide 

It's easy to understand why the aliens would fight you with such 
ferocity. After all, you show up in their front yard after systematically 
taking apart the bulk of their massive war machine. You've got a lot of 
nerve showing up here at the main base, tweaking their noses...and 
pushing your luck. 
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You'll need a lot of nerve—and luck— to show up at the 
main alien compound. 


The Lay 
of the Land 


Before you meet your 
alien foes on the killing 
fields of Level 12, you 
should know what 
you're getting into. The 
key to surviving this 
nearly suicidal run is 
having your targeting 
priorities in order before 
you get completely 
absorbed in the flow of 
battle. To that end, your 


first objective must be to knock out the overwhelmingly powerful turrets 
situated on the horizon. Then you should give precedence to the most 
powerful of the enemy craft, the Tankfighter. Finally, after the turrets 


Your first view of the approach shows you three turrets: 
one really requiring no attention and two (in the 
background) you should deal with fast. 


Lo i 


and Tankfighters have 
been reduced to 
biomechanical scrap, 
you can then take 
aim against the alien 
fighters themselves. 

As the game play 
begins in Level 12, 
you’re storming over an 
odd-shaped turret 
formation directly 
beneath you. Its 
visibility from the 
level’s very first 
moment should tip you 


CHAPTER FOURTEEN: CHARGE OF THE LASER BRIGADE 


off that turrets are going 
to be of key importance 
during your approach s » 
to—and infiltration of— 
the enemy complex. 
From the very second 
the level begins, you're 
flying over towers 
containing powerful 
guns and rounded tops. 
Their most striking E 
characteristics, however, = 
are their curved spider A single well-aimed ACT could solve both of your turret 


legs, which branch off problems and might even help you get rid of a Tankfighter 
the main turret body or two. 

and are anchored down 

in the ocean floor below. 

When Level 12 begins, your biggest problem isn’t the turret 
immediately in front of you (since it vanishes from view rather quickly), 
but rather the two turrets lying along the distant horizon. (Distant turrets 
are identified for you by the Comp, which places yellow target boxes 
around each turret.) These commanding guns will seize on your position 
and try to rock your world by stripping away your strength. 

Two of these turrets are on the outlying periphery, and destroying 
them with your Hydra can take too much time. Even with their target 
boxes, the far turrets require hair-splitting accuracy to find the special 
location that changes the color of your crosshairs. The smartest way to 
handle the farthest turrets is to aim an ACT at a midpoint into the 
distance, roughly halving the space between the two turrets. If you can 
place a torpedo exactly between the two, you can knock both turrets out 
of commission. If you time the shot well enough, you might even be able 
to destroy one or more of a trio of Tankfighters that appear in the upper 
left-hand corner of the screen. 
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7 One Way 
or Another . 
There is some path 
selection involved in 
this first section of 
Level 12, and since it’s 
performed from within 
a Flight Mode, you 
Fad select your path by 
wu al aiming your crosshairs 
at either the far left or 


Aim your crosshairs to the left side of the screen during gut, rien alemuls 

the level's initial approach, and you'll select a path that paths just ass the 

zooms underneath this “spider” turret’s belly. scenery, but this is one 

example where your 

decision might be critical to your survival. Depending on which path you 
target with your crosshairs, you might select a path frequented by vicious 
Tankfighters that encircle you and then pass by. It’s extremely tough to 
get the drop on these alien ships—even though they’ re flying directly in 
front of you—and you'll incur a definite risk of being weakened until 
you explode. On the other hand, if you select the path that leads you 
under the “spider” turret, the opposition you encounter will be 
significantly lighter, and your shields will be given a chance to heal. 

The level begins at maximum intensity, with your hydrofighter 
charging over the ocean floor at a full clip. From their distant locations, 
the two alien turrets are shelling you at regular intervals. A dangerous 
trio of Tankfighters then enters the screen from the top left. The games 
have begun. 

As your hydrofighter continues barreling along, the turrets grow ever 
closer. If you aren't able to destroy the turrets on the horizon, you'll find 
it difficult to survive this section. How you take out the turrets is up to 
you, although here’s one piece of advice: if you aren’t a crack shot, use 
the ACT—it’s both faster and easier. 
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Your Hydra is Em 
making a smooth curve 
over the ocean floor and 


begins a climbing 
approach toward a castle 
tower. Before you can 
successfully make that 
ascent, however, you 
might be required to 
fend off the brutal 
advances of another 
small collection of 
Tankfighters, each of Depending on which path you select, you might find 
which requires multiple yourself surrounded by a ring of Tankfighters. Throw 
shots to destroy. everything you've got at them. It's do or die. 

The pace is frenetic, 
and even though this initial charge lasts only 15 seconds, it feels like it's 
a lot longer. There's a lot to see and experience during that brief period 
of time. When your craft finally makes the climb at the castle tower, 
you'll feel as though you've really accomplished something— but only 
if you' ve withstood the various pushes that alien forces attempt during 
those incredible 15 seconds. 


Spin Cycle 

Congratulations, Lieutenant. You proved you have what it takes to 
infiltrate the alien defense-system grid and reach the main compound. 
Now let's see if you've got what it takes to stay here. First off, you 
notice that sighting targets is going to be somewhat harder in this level 
than ever before, due to the water's overabundance of simple-cell 
animals like plankton. These organisms are represented as small white 
cylindrically shaped objects. They don't altogether ruin your view, but 
they do make you work harder to differentiate whether you're actually 
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seeing a small alien in 
the distance or a piece 
of plankton in 

the foreground. 

Your Hydra settles 
into position near a 
large spinelike extrusion 
on one of the alien 
ships. This is the point 
you will have to defend 
for another short (yet 
very uncomfortable) 


These waters are teeming with life, which often creates a Stretch of time. You're 
murkiness that obscures distant enemies. in Rotate Mode, so you 
have access to complete 
freedom of perspective. You'll need to be able to fire from every angle, 
too, because Tankfighters start assaulting you and will strip away your 
defenses in the twinkling of an eye. 

The action might very easily become unbearable, and that's why you 
shouldn't be afraid to summon forth the amazing knock-down power of 
one of your three ACTs. You'll find a couple of perfect opportunities to 
use a torpedo in this section, when you can clear out whole groups of 
aliens at once. 


Clean Sweep 


By spinning and firing (and using an ACT when your capacity to fire at 
each target is overloaded by having too many targets to fire upon), you 
can keep from getting overrun by the alien menace. Before long, you 
will have more or less exhausted the supply of alien craft in this vicinity. 
When that happens, you'll hear a thundering crash and see the giant, 
spinelike extrusion crack from the shattering pressure of laser fire. That 
wouldn't be such a problem, except that a massive chunk of the 
extrusion comes hurtling at you with enormous force. It misses your 
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Hydra, but it prompts 

you to go ahead and 

leave this location 

and look for 

an entrance into the eat A 

main mothership. zt 
You start winging 

your way over the 

ocean floor again, 

curving in a clean 

sweeping arc. As during 

your original approach 

to the main compound, structures crumble. Get away from this one now. 

there are turrets in the 

far distance, visible only because they're bracketed for you. Because 

your hydrofighter's movement is making your perspective constantly 

shift, your opportunities for shooting at the yellow target boxes are also 

constantly changing. You'll have to make the call as to whether your 

shot at a turret is worth ignoring the Tankfighters and other alien fighters 

that might be in 

your neighborhood. 
There's another 

similarity between this 

section and your first 

approach at the main 

alien compound—there 

is an alternate path that 

can be accessed during 

this sweep. If you 

choose to select it with 

the directional choice of 

your crosshairs, this 


other route will shoot Is this risky shot worth your attention, or should you 
you through a tight little instead go for these alien warships? You make the call. 
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This alternate path gives you a taste of how well the 
Hydra could handle the constraints of alleys and other 
tight spaces. 


alley instead of 
continuing the wide, 
graceful arc you’ ve 
already started. 


Wild Ride 


No matter which path 
you take during your 
final scouring of the 
main complex, if you 
can withstand the alien’s 
counterattack, you'll 
find your way to a side 
portal leading into the 
main mothership. It’s a 


sobering moment when you finally swoop through the portal. 
It was a wild ride that carried you in here...including what is possibly 
the game’s toughest 15 seconds. You made it into the heart of enemy 


You fought hard to get here. You'll have to fight even 
harder to get back out. 
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territory—and now 
there's no going back. 
Only one of your 
current options holds 
any appeal for you, and 
that's complete, 
unyielding victory over 
this alien empire. 


LEVELS THIRTEEN. FOURTEEN AND FIFTEEN 


It’s amazing that you’ve gotten this far, Lieutenant. Who would 
have predicted that you would survive even a single engagement 
with the aliens, much less foil them in all the spectacular ways 
that you have? Of course, not even you have been reckless 
enough to try infiltrating the main alien complex and destroying 
it from within. That's not daring, Lieutenant—that’s foolishness. 
On the other hand, you amazed everyone simply by making it to 
the main complex. If you were able to endure the defense grid, 
maybe you can go the distance against Earth's invaders. 
Naturally, it won't be easy. The main alien complex is heavily 
fortified, as you might expect (after all, it is the heart of their 
empire). Nonetheless, EOA Command feels that if anyone can 
slip past the numerous creatures and craft guarding this center 
of alien operations, it must be you. Furthermore, you must make 
it all the way to the aliens' inner sanctum and attach the 
explosive charges EOA Command hopes will bring down the 
alien empire, lock stock and laser barrels. This really is an all- 
or-nothing scenario. You've been able to halt the aliens’ 
production of water and biomechanical creatures, and you can't 
afford to give them a window of opportunity in which to start 
rebuilding their manufacturing base of either commodity. Now is 
the time to deliver the knock-out blow. Now is the time to end 
this damnable business once and for all. Now is the time for all 
good hydropilots to come to the defense of their world. 
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Level 13: Once More into the Breach 


The entrance portal seals itself shut behind you—never a comforting 

sign. You gently maneuver the Hydra through a multicolored “reception 

area" that’s adorned with an absurd purple day-glo flower. After all 
you ve witnessed 


» | df during your previous 
LÀ missions, nothing fazes 
D OG you anymore. 
^ ki A Intuition directs you 
-e 42^ to one of the tunnels that 
A dud feeds into the main 
ae. entrance. You take a full 


; breath, hitch up your 
S] courage, and engage your 


> ^ | ky | thrusters. As you enter 
2^. the tunnel to begin your 
ij final exploration of the 
You endured much to get inside the main alien enemy compound, you 
complex. Now let's see how much you like it here. believe you have 


everything you need to 
complete the mission. Actually, you have more than everything you 
need—when you factor in the big, bad Bomber that first saw you in the 
main entrance and is now charging you from behind. 


Bomber Burner 


You've dealt with Bombers before, most notably back in the tunnel runs 
of Level 10. As you learned then, there are two different kinds of 
Bombers, as indicated by their unique coloring schemes. Sometimes it 
will seem like a toss-up as to which Bomber is more dangerous, but the 
truth is that they're both bad. You can decide for yourself which is 
worse, the one dispensing blue and gray burrs or the one that sends out 
violet burrs, because you'll face one of each upon entering the egg- 
shaped tunnel. 
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You may decide to i T 
break out an ACT to use t 9. 
on one or both of these ndm ek 
Bombers. You've got five f OF aW 
torpedoes to burn in this E. 
level, and even if you 
decide to allocate one to E 
each of these foes, you'll |$ mur 
still be left with a i 
reasonably strong arsenal ‘er he" 
of ACTs. If you feel i - re 
cautious about detonating = -i 
40% of your ACTS The first alien you encounter in the tunnel is of the 
during the first moments super-deadly Bomber variety. If you find it too tough 
of the level, you should to handle with just your lasers, try an ACT instead. 
know that it isn’t 
mandatory to spend even one of your ACTs on either enemy. 

For one thing, you face these two litterbugs when the level’s game 
play has just begun, so your shields are fully energized, meaning you can 
withstand a great deal of punishment without your hull cracking. Also, 
you’re not exactly helpless without your ACTs. You can use your lasers 
to pinpoint each floating burr that needs to be blasted before it starts 
inflicting structural damage on your ship. 


! 
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Tips for Tower and Tunnel 


After gunning down a couple of thoroughly expendable alien fighters in 
further tunnel traffic, you zoom into a larger chamber, this one 
dominated by an odd-looking black tower that occupies the chamber's 
center from ceiling to floor. At the base of the black tower are four hefty 
black gun turrets. As you enter the chamber, you surmise that you need 
only worry about disabling the turrets. You find out, however, that alien 
fighters are laying in wait for you. As soon as you enter the chamber, 
handfuls of alien fighters appear on either side of the black tower. 
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Keep in mind that there are turrets at the base of this 
dark tower which need attending as much as your 
moving targets. 


Remember the alien shields you faced back in 
the tunnels of Level 10? Remember how you shut 
them down? 


They're easy enough to 
send packing, as are the 
other alien fighters that 
feed into the chamber 
from other tunnels. 

After constricting the 
flow of alien craft in this 
chamber, you return to 
the tunnels to head 
deeper into the heart of 
alien country. It is 
here that you encounter a 
couple of dangerous 
old acquaintances. 

Remember the alien 
shields you faced back in 
Level 10's tunnel run? 
Well, it's time to blast 
your way through another 
one. Be aware of the fact 
that the tunnel through 
which you're traveling 
isn't found on one 
horizontal plane. The 
tunnel has dips and rises 
in it, and sometimes 
these affect your ability 
to see an upcoming 
hazard in a timely 
fashion. There's another 
reason why you should 
pay special attention for 


the shield to appear. Unlike some of the previous shields you've 
negotiated, this shield will require you to peg all three of its activators 
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before it shuts off the 
deadly beam that passes 
from the top of the tunnel 
to the bottom. 

You also encounter 
quite a few Tankfighters 
during this mission. In 
fact, once you pass 
through the alien shield 
(that is, if you pass 
through it), you'll find 
yourself surrounded by 


several different sets of There's no rest for the weary; as soon as you pass 
Tankfighters. As with the through the shield, you'll be set upon by three rabid 
Bombers, sometimes it groups of Tankfighters. 


makes sense to spend a 

torpedo on a group of Tankfighters—although here you should be able to 
withstand their damage while taking them out one at a time with your 
lasers. You'll need exacting aim to keep their bobbing and weaving 
movements on track, but 

if you've lasted this long, 

chances are your 

shooting will prove to be 

up to snuff. 


Single File, ADT > 
Please 


The remainder of Level 
13 is spent moving 
through more tunnels. 
Although you do 
encounter one other 
Bomber and another 


The alien bio-craft of this level often travel in single file, 
which is good news for you. 
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group of Tankfighters, the 
rest of the level is fairly 
easy-going. You find 
yourself face-to-face with 
various groups of alien 
fighters, but they all seem 
to travel in single file, 
making them ridiculously 
easy to destroy. 

At the end of the 
level, the aliens try 
putting you in check by 


A powerful message from above informs you to bringing in a crowd of 
arrange alternate transportation for the rest of Level 14. — alien fighters (mixed in 
with a few Tankfighters). 
It isn't a terribly rigorous battle, but be ready to throw a torpedo at them 
if you enter the battle with damaged shields. 


Level 14: Slug-Fest 


Level 14 begins with the death of a very good friend—your Hydra. As 
this level begins, you see a cutaway showing an enemy ship ambushing 
you from behind. You're unharmed by the attack, but your ship has 
suffered grievous harm. From now on, Lieutenant, you're going to have 
to hoof it. 


Chamber Musings 


You find yourself in an enormous chamber, staring directly at an alien 
fighter. Relax! This enemy ship isn't firing at you—it’s docked. In fact, 
there's no noise, no movement, and apparently no aliens or bio-craft in 
here. The only sound you hear (at least for a few moments) is that of 
your own breathing, amplified by your ACS headgear. 
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Then comes the 
familiar ticking that’s 
produced when an enemy 
is successfully firing 
upon you. You whip 
around to see an alien, 
menacing you from a 
short distance away. 
After you get rid of him, 
you turn back to the 
docked alien fighter, only 
to see that several aliens 
are crawling on top of 
the vessel or appearing 
from behind it. If that 
news wasn’t bad enough, 
you pivot and are 
appalled to find aliens 
perched on or about your 
Hydra. (One alien is even 
in the cockpit—your 
cockpit!) 

A considerable 
portion of Level 14 is 
spent in this large 
facility. Conflict comes at 
you from several 
directions, from the 
nearby aliens lazily 
floating down from the 


It’s one thing for aliens to crawl on their own ships... 


..but when they get near your Hydra, they've gone way 
too far. 


ceiling to forces gathered on another of the room’s platforms across the 
chamber. Alien fighters even cruise through this facility! You’re in Rotate 
Mode here, so be sure you investigate every direction until you no 
longer hear any of the ominous clicking that lets you know you’re 


taking damage. 
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While you're slugging it out in this chamber, you'll battle 
close-range targets as well as others you must destroy 
from a distance. 


hy 
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Before taking the purple bridge deeper into the enemy 
complex, make sure you eliminate any aliens trying to 
surprise you from the pipe below. 


One Way Out 


Set out for parts 
unknown after you' ve 
exhausted the enemy 
supply of this main 
chamber. There's only 
one way out—at least as 
far as you might be 
concerned—and that's on 
a huge cylindrical bridge 
that’s edged with purple 
conveyor belts. Before 
you take to the bridge, 
however, look down and 
to the left. Running 
perpendicular to the 
purple bridge is what 
appears to be a brown 
pipe of some kind. But 
whether it’s a pipe or not 
is irrelevant—you should 
pay attention to any 
aliens that might have 
climbed on top of the 
pipe to use it as an 
offensive weapon 
against you. 

You need to still be 
on your guard while 
traversing the pipe, but 
the tension’s definitely 


less than what you just experienced while fighting aliens “in the round.” 
There are stray moments of excitement—an alien floating upside down 
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overhead, a couple of 
Bio-Sentries that swoop 
up and surprise you, and 
a couple of aliens that 
swim at you. These 
events spark flashes 

of panic, but they’re 
easily cured. 


To the Hot Tub 


Take the purple bridge as 
far as it goes. When it 
runs out, try to figure out 
where to go from here. 
Luckily, you spot an 
egg-shaped grating that 
appears to separate you 
from an adjacent 
corridor. A quick shot 
from your Forearm 
Blaster and the grate’s 
gone, leaving you free to 
hop into this new 
passageway and resume 
your search for the 
base’s Reactor Room. 
Unfortunately, you’ re 
not there yet. You are, 
however, heading into a 
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Not so grate: when the purple bridge hits a dead end, 
you've got to make a new path for yourself. 


It's hard to be too scared of an alien that runs this slow. 


chamber of sorts. You expect to see more of the aliens that have been 
pursuing you through this new corridor, but you don't expect them to 
float out of some kind of alien hot tub. 
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Aliens will appear all around this chamber, even rising 
up from below ground like this targeted alien. 


Welcome to the Reactor Room. The object of your 
desire is dead ahead. 
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The chamber you 
next come to contains 
large violet pods which 
ostensibly serve in the 
alien gestation process. 
The aliens will also use 
these eggs for cover, 
hiding behind them when 
you open fire. A circular 
pit of some kind—it 
really does look like a 
hot tub—is in the middle 
of this round chamber. 
Aliens will rise out 
of this pit or can 
occasionally be found 
hovering above its center. 


The Main Event 


It isn't long after you 
leave the alien chamber 
that you finally find what 
you've been looking for 
all along—the Reactor 
Room. You know the 
battle was going to be 
challenging, but you 
didn't know it would be 
this exhausting. 

The Bio-Sentries are 


the worst; they have a knack for getting close in behind you and 
whittling down your shields bit by bit. You'll also find plenty of aliens in 
the Reactor Room, but they're not nearly as threatening to your survival 
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as the Bio-Sentries. 
You'll find other 
biomechanical life forms 
represented as well, and 
each and every specimen 
wants to shut you 

down for good. Which is 
slightly ironic, since you 
came to this room to do 
the same thing to 

them. And so you shall, 
starting now. 

After you've 
defended various 
positions around the 
room, a thrilling cutaway 
scene kicks in. This 
scene, certainly one of 
the most important in the 
game, shows you 
attaching compact 
explosive charges to the 
huge metallic cylinders 
of the reactor. Three 
charges need to be placed 
before you turn and fight 
your way back out of 
here in advance of your 
explosives kicking in. 
You set the last of your 
charges and prepare for 
what is sure to be an 


The Bio-Sentries are the worst enemy you'll face in the 
Reactor Room. Unfortunately, they're not the only ones. 


You plant your last explosives at the base of this reactor 
and start planning how to claw your way back out of the 
main alien complex. 


exciting exit. Maybe you'll even live to tell about it... 
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Before you go crazy looking for an alien offender that's 
robbing your shields blind, turn around and make sure 
the enemy isn't closer than you think. 


As you can see, the aliens in the room have staked out 
the Reactor Room's only exit. 


Level 15: 
Three-Minute 


Warning 


At the end of the 
previous level, you 
signed the death warrant 
for every creature within 
this alien civilization— 
including yourself. You 
planted enough explosive 
charges to rock this 
underwater world 
completely off its axis. 
From the moment you 
armed the first of three 
bombs, the clock started 
counting down from 
three minutes. 

Ordinarily that would 
be just enough time to 
escape the alien complex. 
Unfortunately, though, 
there's nothing ordinary 
about your situation. 
You're being attacked by 
one strange life form 
after another, and you're 
running underwater in a 
heavily armored wet suit. 


And there's one other thing complicating your speedy retreat from the 


blast-site: This is the game's final level. 
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CHAPTER FIFTEEN: THE ALIEN COMPOUND...AND BEYOND 


Because this is the 
last round of action in 
Deadly Tide, aliens of 
every stripe will be 
fighting with all the 
tenacity they can 
summon. This is your 
last chance to prove 
you're worthy—truly 
worthy—of triumph. It’s 
safe to assume that your 
enemies will never have 
been more dangerous. 

You learned the 
game’s fundamentals 
long ago, and they are 
what will help you 
survive Level 15. Take 
one target at a time and 
don’t get unnerved by 
the alien masses hiding 
in various parts of the 
screen. You'll have to 
take the first shot 
repeatedly and use 
any other tricks at 
your disposal. 

If you are able to 
fight your way out of the 
Reactor Room, don't 


think you've got it made. 


Elusive Bio-Mechs make an appearance in the Reactor 
Room. Make sure it's their final appearance. 


Three minutes pass quickly, especially when you're 
trying to run underwater. 


In case you've forgotten, your hydrofighter was nearly burnt to a crisp by 
an alien warship. You've still got to arrange some kind of transportation 


Ab) 


Microsoft 


EADLY 
poem k TIDE 


This clock also predicts what your survival chances are if 
you're still hanging around in three minutes. 


Where will you be when the Big One drops? With any 
luck, far away.... 


from the main alien 
compound—and that’s 
not going to be easy. 

Nobody gave you any 
guarantees when you first 
started participating in 
the great resistance 
movement against the 
marauding aliens. And 
nobody’s making any 
false assurances now. 

It’s been a wild ride, 
Lieutenant. You’ ve stood 
up to the alien threat 
wherever it submerged, 
and you’ ve fought with 
energy and determination 
all the way. The training 
you received has 
strengthened you, as have 
your unbelievable battle 
experiences. You’ ve got 
the weaponry— and 
more importantly— 
you’ ve proven you have 
the skill. All you need 
now are a few more ticks 
of the clock...and a little 
luck. Here’s hoping you 
find some of both. 


Tony Stutterheim, who first envisioned Microsoft Deadly Tide’s concept 
of hostile alien invaders setting up bases under the Earth’s oceans, and 
Bruce Hall, at TRG3, are the wizards behind the fantastic graphics in 
Deadly Tide. Rainbow Games handled all of the programming and 
music composition. The group began initial work on the game in the fall 
of 1995. In late August, 1996, we talked with TRG3 by phone at their 
offices in Sherman Oaks, CA. 


PC Press: When did you guys start working on Deadly Tide? 


Tony: About a year ago. Yeah, we started modeling and laying out stuff. 
But really heavy work on it didn’t start until December. 


PC Press: Can you tell me a bit about the past stuff you’ ve done? 


Tony: This is actually our first gaming product. Bruce and I come from 
visual effects backgrounds. We’ve done CGIFX for TV for film, and we 
both used to work for a company called Amblin Imaging on the 
Universal lot. 


PC Press: Amblin, as in Spielberg? 


Tony: Yeah...we did shots and built models for shows like "SeaQuest" 
and "Star Trek: Voyager," "Weird Science," a movie of the week here 
and there, and "Sliders." Yeah, a few movie trailers, things like that. But 
we did a lot of "SeaQuest" shots, and that’s where we honed our 
underwater look. Our feel for doing underwater effects was during that 
stint, and then we decided we wanted to go do our own thing and do 
effects for games. And so that’s why we started TRG3. 
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PC Press: Who originated the concept of an aquatic-based alien invasion 


as the game's plot? 


Tony: That was my idea. When I was in high school, I programmed a 
game for the Apple called the Titanic Adventure, and it was underwater. 
And a lot of those elements in that game actually found their way into 
this game. And then we had a few "SeaQuest" episodes that dealt with 
aliens underwater. They found this ship that was underwater, the aliens 
were nice, and I started thinking, "Well what if the aliens weren’t so 
nice, you know, like they were in The Abyss.... if they weren’t benevolent 
and they had the technology to live underwater, a formidable 
technology." We don’t have anything—and I’m speaking realistically 
here—you know the submarines we have now, that the Navy has now, 
2,000 feet is about how deep they can go. And there are places in the 


ocean that are deeper than 30,000 feet. 


So the basic concept was the aliens in Deadly Tide decide to park 
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These are original artist renderings by Bruce Hall, one 
of the game's designers. This Moon Fighter appears in 
Deadly Tide's introduction. 
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really deep, and there is 
no way we can go down 
to them with the 
technology that we have. 
And we could try to drop 
bombs on them, but 
before the bomb ever gets 
there they'd destroy it or 
have a shield to protect 
themselves from it. 
We've sort of built a 
house of straw as far as 
underwater combat goes. 
We've put all of our eggs 
into space exploration. We 
are trying to have this 
kick-ass space defense 
fleet because that's where 
we're going to fight this 
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big battle. In the 
beginning of Deadly 
Tide you see what 
becomes of our 
space defenses, so 
the aliens in 
Independence Day, 
they at least gave us 
the chance to shoot 
them because they 
were hovering 
above our city in the 
open skies. But in 
Deadly Tide 

they submerge 
themselves so deep, Rendering of the Moon Base as it appears in the opening 
there's no way we video sequences. 

can get to them 

unless we build new technology. So that's what we have to do. 


—^ 


PC Press: I know that people are going to react to the graphics—of 
course they are sensational and we've talked about your work with 
"SeaQuest" and things like that. I was interested in what games and 
movies other than what we've touched on affected you or influenced you 
along the way, or particularly about this project. You had mentioned 

The Abyss. 


Tony: Well, Bruce and I had to do all kinds of research for "SeaQuest" 
and for everything else we worked on. The Abyss was a good starting 
point, I guess, for underwater, but we looked at everything we could put 
our hands on: 7he Hunt for Red October, anything that showed 
underwater, and we just tried to get a feel for it. 


Bruce: As far as books go, there are a couple of artists whom I 
referenced when I did sketches for the game. Syd Meade—a very well 
known illustrator—was one I relied on pretty heavily. He did a lot of 
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concept art for Blade Runner. His style was something I tried to get. It's 
the same kind of work we did for Deadly Tide. 


Tony: One advantage that we had early on in "SeaQuest" was access to 
probably the world’s coolest scientist. Bob Ballard, the guy who found 
the Titanic, visited us quite often. In fact, one day he devoted an entire 
day to giving us a crash course on underwater technology: black 
smokers, underwater heat and light, pressure consideration, how many 
atmospheres down you go before you start to hit a crush depth, those 
type of things. And so he had all this great information, absolutely 
factual. It was so fantastic that it sounded like science fiction but it was 
actually science fact. 

So a lot of that stuff weighed heavily when I was initially coming up 
with the idea for the game, in the fact that you couldn't have a battleship 
go very deep because of the pressure consideration. Because of the size 
of the sub, there's just no way you'd be able to manufacture something 
that could withstand the 
pressure that you're talking 
about at those depths. It 
would have to be a small 
craft, heretofore 
undeveloped technology as 
far as the tensile strength of 
metal, and things like that. 
So he was actually a big 
part of the inspiration for a 
lot of the game. 


PC Press: What new 
technologies or programs 
did you guys use to 
make the cutaway scenes 
come to life so vividly? 


CHAPTER SIXTEEN: THE MAKING OF DEADLY TIDE 


Tony: Pretty much 
it’s all talent— 
that’s actually 
pretty true. We 
chose a specific 3D 
package because 
that’s what we 
were really 
familiar with and 
had really honed 
our skills on. But 
you put someone 
like Bruce down 

in front of any 

3D package, and 
he can crank 

out dynamite- 
looking stuff. Variations on the Alien Mothership. 
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Bruce: It really 

does come down to the artist. It’s not the package —a lot of people 
believe it’s the package that makes visual effects. But its the talent that 
runs the package. I can match anybody in "Alias Versus Light Wave." 
Alias could do a picture and I could do a picture with Light Wave, and 
I'd say without a doubt that you wouldn't be able to tell a difference 
between the two, even though Alias costs however-much more than 
Light Wave. It doesn't really make Alias that much better. 


PC Press: So the talent is really it. 


Tony: Right. You know when you get new technology in your software it 
makes your life easier, it makes your job easier. But unless you know 
how to use [the technology] in a way that makes the thing look better, it 
does you no good whatsoever. 

There were really no features that had to be put into Light Wave for 
us to do Deadly Tide. They were already all there because we'd done so 
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A four-laser turret. 


much underwater work on "SeaQuest" that we already had all the 
features we needed: particle effect, fog effect, lighting effect, and things 
like that were already in there. Even though we were on the beta list or 
always on the cutting edge for newer versions of Light Wave, we never 
really had to go on and cry about, “Oh, if we only had this effect, we 
could do this game” because it was already there, and we could 
concentrate on doing the graphics and not worrying about doing any 
kind of R&D because all the features we used were already well- 
developed features. 
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PC Press: Continuing on about the graphics, I love playing the game 
and shooting aliens, but I really love watching the Hydra fighter explode. 
It’s just a lot of fun. The rendering there makes these scenes feel so 
realistic. How did you come up with scenes that look that realistic? Was 
that just all done in your head? 


Tony: Yeah, we didn’t rely on any kind of storyboard or on any kind 
of software that would automatically generate explosions or anything 
like that. 


Bruce: That’s all just knowing what to do. After you’ve done an 
explosion of a craft underwater for the fiftieth time, you know what’s 
going to work and what’s not. You can go along and play a lot of the 
games that are out there on the market now, and you can see a definite 
division in graphic quality between the game play and the cut screens. 
But I'd like to point out that we tried to elevate the game play to special- 
effects and cut-scene quality. 

In other words, you’re playing the game and you hit, for example, a 
death scene. You won't really notice the transition because you've felt 
immersed in the 
whole game the 
whole way through. 


PC Press: I noticed 
that, too. And the 
levels segue one 
into the other. 

It keeps the 

flow going. 


Tony: We also tried 
to put appropriate 
cut scenes where Ze ] 
they were needed ! = 7 (7 QBRETINDS ` 
and not throw them l 

in just because they 

look cool. We don't 


Interior view of the Hastings. 
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Close-up detail on the upper deck turret of the Hastings. 
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want them to disrupt the rhythm of the game play at any point in 
the game. 

That's one thing that we learned early on—that it's very disruptive if 
you're in the middle of the game and all of a sudden you're yanked out of 
your ship and end up watching it. If that happens too many times, it 
could totally interrupt your experience. So we tried to keep you first- 
person as much as possible. That presents some problems because we 
basically had to show everything in the game. 

We build these huge environments that were much more complex 
than anything we were used to building, or even the visual effects that 
we had done for network TV. We had scenes with close to two million 
polygons in them. Because we didn't yank you out of your ship, we had 
to show you everything. If you flew around in a circle, you would see 
everything 360 degrees around you. So we couldn't hide anything, as 
opposed to a special effect, where you're not worried about what's 
behind the camera. All you're worried about is what's in front of you. 


PC Press: So you had to keep that extra dimension in mind? 


Tony: We had to build the entire world around you and navigate in that 
world. We couldn't cheat. We couldn't just put a little part of it there. We 
couldn't constrict you. So what you see is what you get. What you see is 
actually in there. 

That created some 
technical problems 
because it was just 
massive, massive 
rendering, and I don't 
know if there has been 
HALLIE a CGI game with that 
kind of scope as far as 
the level of detail and 
the set and the amount 
that you can see in 
the set. 


HASTINGS TURRET TOP 
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PC Press: Let’s talk pu 
about the sound and 77 
the music. Those 
scenes where the 
Hydra explodes are 
great. The audio and 
the sound effects add 
a lot there, like the 
ripping of the metal. 


Where do you guys IP £ 
find those sound WACTINGG HALL% 
effects? It seems like TURRET 

they must have been UTTOM 


tailor-made. == 


Tony: Actually, 
Rainbow took care of 
the sound for the most 
part. They had hired some Foley artist and basically said, "Here’s what 
we need. We need sounds of things being blown up under water, sounds 
of underwater explosions, underwater ambiance..." And so these guys 
went out with underwater microphones and blew up M-80s underwater 
and all kinds of stuff like that. 

As far as the music goes, I can’t agree with you more. I haven’t 
heard a better soundtrack on a game yet. Mark Stratford, the guy who 
composed all the music out at Rainbow, is really a world-class composer 
when it comes to these games. I think a lot of the scenes were actually 
propped up by the music. And it’s always a big component of a game to 
have killer music to go along with the visuals because the audio is 
basically 40 percent of the video. 


Detail for the Hastings' bottom turret. 


PC Press: So did he score the project after you guys had completed a 
certain amount of visuals? 


wn 


Detailed Hastings perspective showing battle areas. 


Tony: I think once we got the levels pretty much locked down— 
"duration complete" is what we call it—there may be a few tweaks here 
and there, but we wouldn't change the duration. We wouldn't change a 
plot point, if you will, where things happen or specific things blew up. 
Once we're duration complete, none of that changes. 

Mark would take that duration-complete level and score the music 
for that, go in and add sound effects, and fix it all together with 
voiceovers—we had recorded all that as well. Then he'd mix it all 
together and make it sound bitchin'. 


PC Press: One thing I noticed about Deadly Tide is that even if you 
play the same level a number of times, the soundtrack stays fresh. 
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Early renderings of the Hastings. 


Tony: Mark was very conscious of that, actually. He knew he could do 
something that would sound great the first time you heard it, but would 
start to grate on you when you heard it over and over. So he 
conscientiously designed things that wouldn’t be monotonous if you 
played it over and over. 


PC Press: It sounded like he was using a full-scale orchestra. Was he 
working with synthetic instruments? 


Tony: Basically, Mark is the master of making the most out of the 
equipment he has. He squeezes the most bang for the buck out of the 
digital orchestra he has there at his disposal. He was always saying to 
me, "Well, if I had this, I could do this." But I was more than happy with 
what he did with what he had. I think he did a great job. 
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PC Press: What audience do you think this game will most appeal to? 


Bruce: | think the casual gamer is probably the first targeted audience, 
but I believe the game is good enough so that hardcore gamers will 
eventually say, “Wow, this is cool!”’. 


PC Press: It’s pretty hard! 


Bruce: Yeah, that’s what we’ve heard. But we haven’t reached that level 
ourselves. I considering myself an average gamer, but I figure I could 
probably get through it pretty quickly. Of course, I don’t have to learn 
the levels, and I know where everything is coming from. 


PC Press: You guys have been fantastic in giving your time and help. 
Thanks a lot. 
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To locate your nearest source for Microsoft Press products, reach us at: 


www.microsoft.com/mspress/, or 1-800-MSPRESS in the U.S. (in 
Canada: 1-800-667-1115 or 416-293-8464). 


To order Microsoft Press products, contact: 1-800-MSPRESS in the U.S. 
(in Canada: 1-800-667-1115 or 416-293-8464), or CompuServe's 
Electronic Mall at GO MSP. 


Prices and availability dates are subject to change. 
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Hellbender! 


U.S.A. $16.95 

U.K. £15.49 

Canada $22.95 
[Recommended] 


ISBN 1-57231-363-3 


Microsoft Press 


From car-crushing tourneys to rallies for the checkered 
flag, Microsoft" Monster Truck Madness" has it all! 
Choose from 12 different monster trucks and a variety 
of drag, tournament, circuit, and rally racing locations. 
Go head to head with the computer, or with modem 
play, you can even compete against other players. 
Realistic truck modeling matches your driving experi- 
ence with real-life trucks. MICROSOFT MONSTER TRUCK 
MADNESS: INSIDE MOVES keeps you on track with an array 
of strategies and secrets—some straight from the 
developers—that aren't available anywhere else. Keep 
it with you in the cab, and you'll be on your way to 
victory lane. 


From Microsoft Press and The Personal Computing 
Press, Inside Moves are game books written by gamers 
for gamers. 


Microsoft Press? products are available worldwide wherever quality 
computer books are sold. For more information, contact your book 
retailer, computer reseller, or local Microsoft Sales Office. 


To locate your nearest source for Microsoft Press products, reach us at: 
www.microsoft.com/mspress/, or 1-800-MSPRESS in the U.S. (in 
Canada: 1-800-667-1115 or 416-293-8464). 

To order Microsoft Press products, contact: 1-800-MSPRESS in the U.S. 
(in Canada: 1-800-667-1115 or 416-293-8464), or CompuServe's 
Electronic Mall at GO MSP. 


Prices and availability dates are subject to change. 


Winning Ting T" 
Strategies Straight P — 
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Vince Matthews 


U.S.A. $16.95 

U.K. £15.49 

Canada $22.95 
[Recommended] 


ISBN 1-57231-530-X 


Microsoft Press 


The side with the best 


intelligence. 


Outwit the enemy with 
CLOSE COMBAT: INSIDE MOVES. EN 


Microsoft's World War II strategy game, Close 
Combat, requires that you master the strategies 
and tactics necessary to reach your objective. 
CLOSE CoMBAT: INSIDE Moves should be your battle 
planner as you play this exciting game because it 
explains both the historical context and the specific 
actions you need to take. The game is unique in its 
use of historical realism and war psychology—play 
is affected not only by your weapons and decisions 
but also by the mental and physical state of your 
troops and their units. Take command and win— 
with CLOSE COMBAT: INSIDE MOVES. 


soft Pre Wi 0 
U.S.A. $16.95 
Canada $22.95 
[Recommended] 


ISBN 1-57231-308-0 


Microsoft Press® products are available worldwide wherever quality 
computer books are sold. For more information, contact your book 
retailer, computer reseller, or local Microsoft Sales Office. 


To locate your nearest source for Microsoft Press products, reach us at: 
www.microsoft.com/mspress/, or 1-800-MSPRESS in the U.S. (in 
Canada: 1-800-667-1115 or 416-293-8464). 
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To order Microsoft Press products, contact: 1-800-MSPRESS in the U.S. Microsoft ress 


(in Canada: 1-800-667-1115 or 416-293-8464), or CompuServe's 
Electronic Mall at GO MSP. 


Prices and availability dates are subject to change. 


Register Today! 


Return this 
Microsoft® Deadly Tide": Inside Moves 
registration card for a 
Microsoft Press® catalog 


U.S. and Canada addresses only. Fill in information below and mail postage-free. Please mail only the bottom half of this page. 


1-57231-306-4A MICROSOFT® DEADLY TIDE”: INSIDE MOVES Owner Registration Card 


NAME 


INSTITUTION OR COMPANY NAME 


ADDRESS 


CITY STATE ZIP 


Microsoft Press 
Quality Computer Books 


For a free catalog of 
Microsoft Press* products, call 


1-800-MSPRESS 


BUSINESS REPLY MAIL 


FIRST-CLASS MAIL PERMIT NO. 108 REDMOND, WA 
POSTAGE WILL BE PAID BY ADDRESSEE 


MICROSOFT PRESS REGISTRATION 
MICROSOFT® DEADLY TIDE”: INSIDE MOVES 
PO BOX 3019 

BOTHELL WA 98041-9946 


NO POSTAGE 
NECESSARY 


IF MAILED 
IN THE 
UNITED STATES 


Mic 


How to stem the 
tide of destruction 


Microsoft Deadly Tide immerses you 


in white-knuckle action as you repel 
alien invaders beneath the waves. 
MICROSOFT DEADLY TIDE: INSIDE 
MOVES is packed with the expert 
game-playing tips and play-tested 
strategies you need to rescue a 


drowning world, including: - 


* Mission briefings—combat 
descriptions and battle topography 
for each level 


* Battle strategies that bring the 
action to life and teach you how to 
best use your weapons 


* Plot storylines and full combat 
descriptions for every level 


= Performance tips, advanced 
shooting techniques, and a full 
interface reference guide 


= A behind-the-scenes look at the 
making of Microsoft Deadly Tide 


Computer Game Strategy Guide/ 
Microsoft Deadly Tide 


90145°13064 


Deadly Tide 
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MICROSOFT DEADLY TIDE: INSIDE MOVES helps you rule the 

deep with an array of unpublished strategies and secrets— 

some straight from the developers—that aren't available anywhere else. 
Keep this book with you, and you've got the key to victory under the sea. 


The Inside Moves series provides game 
players of all levels with expert tips, 
tricks, tactics, and strategies for the 
entire line of Microsoft games. 


About the Author: 


Phill Powell most recently coauthored Simlsle: 
The Official Strategy Guide. Formerly associate 
editor of CD-ROM Today magazine, he has also 
reviewed software for publications such as PC 
Gamer and Game Players. He oy, in 
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